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ENIGMATIX! 

A superb new arcade game which will prove a challenge to even 
the most seasoned player. Control the bounce of a ball to jump 
onto various platforms and find the exit, picking up points on the 
way. Sounds easy? What if some of the blocks disappear after the 
first bounce* What if some of the Mocks are utti-directional 
bouncing you hack the way you came? What if some blocks have 
to be used as lifts to reach inaccessible areas? Add to all that 
reverse control on some screens and }2 levels of increasing 
difficulty and you have a game that wUi challenge you to the limit. 
If you do manage to heat all 32 levels then the fun only just begins 
for there is a level editor to enable you to create whole new games 
of your itwn. 

DISK ONLY Price £6.95 
EXCLUSIVELY FROM PAGE 6 

A BRAND NEW BRITISH GAME OF THE HIGHEST QUALITY 
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Access to any level already 

completed after every 4 levels 
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TRANSFER SYSTEM AT A SAVING OF ill 

Transdisk is a simple to use utility that will transfer 
most cassette games to disk easily and quickly 



Handles ar^ type of cassette 

format 

Allows several games on ore disk 
• Handles i 
memory 
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Full step by step instructions 



NOW WTH DETAILS OF OVER 300 GAMES 
SUCCESSFULLY TRANSFERRED 

TRANSDISK IV IS NOW JUST £12.95 

ONLY FROM PAGE 6! 

Send a cheque or postal order with the order form enclosed or 
just write, Credit card orders accepted by telephone on 0785 213928 
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D/SKS ARE AVAIL-ABLE 
FROM ISSUE 14 ONWARDS 

BACK ISSUES are £2.00 each In the UK (inc. post & picking), 
£2,50 for Europe or surface mall elsewhere and £3.50 
for Air Mail outside Europe. Prices include postage 
ISSUE DISKS are for any 48k pr 64k 8-bit Atari 

Each dish is £2.95. Postage FREE id U.K. 
Overseas add £1 per order (any number of disks] 
Check latest leq/Iets/or any special offers 

Send your order to 
PAGE 6, ?,0. BOX 54, STAFFORD, ST16 1DR, ENGLAND 
ACCESS and VISA accepted. Telephone 0785 213928 
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Elsewhere (Air Mall) E23.00 
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NEW ATARI USER ON DISK 

A disk containing all of the 8-bit programs 
from each issue of NEW ATARI USER is 
available either separately or on subcrip- 
tirm Single price £2.95 per disk. Subscrip- 
tion rates (6 issues) 

UK £25.00 

Europe £32.00 

Elsewhere (sea) £32.00 

Elsewhere (Air) £42.00 

Please make cheques payable to PAGE 6 
PUBLISHING and send to the Editorial 
address shown below 

SUBMISSIONS 

PAGE 6 welcomes and encourages Its readers 10 
submit, articles, program* arm reviews for publi- 
cation. Programs must be submitted on disk Dr 
cassette, articles should wherever possible be 
submitted as lexl files on disk. We seek to en- 
courage your participation and do not have Slricl 
rules lor submissions If something interests you 
write a program or article and submit it! 

All original articles, programs and other material 
in NEW ATARI USER <s copyright of Ihe author 
as credited. All uncredited material is copyright 
PAGE 6 Unless containing the by-line All Rights 
Reserved any material m NEW ATARI USER 
may be reproduced by User Groups and other 
non-profit making organisations provided that ihe 
author's name is included and PAGE 6 is credited 
as the original publisher. Permission to publish 
elsewhere should be obtained from PAGE 6 or 
(he author. Edilors of newsletters reproducing 
material are requested to send a copy of the 
rerevant issue to the Editorial address of PAGE 
6. Whilst we lake whatever steps we can lo 
ensure Lhe accuracy at articles and programs and 
the contents of advertisements. PAGE 6 cannol 
be held liable for any errors or claims made by 
advertisers. 

ATARI (Tfkl) is a registered trademark of ATARI 
CORP. All references should be so noted. 
NEW ATARI USER is an independerrt publication 
and has no connection with Atari or with any other 
company or publisher. 
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THE CREDITS 

All of the usual stnlT Is nn page H but here arc 
ihr people who made this inane possible. 

Lee Elllngb&m sort of had the flu. or sleeping 
sickness, for this Issue but managed to stay 
awake Jus! long enough to 

Sandy is going to be a lot busier from now on 
(see next Item} so make allowances? She wtll 
be doing all of the mall order, copying, order 
taking and loads more that needs to be done 
whilst praying for warmer weather (Its bloom- 
ing freezing in the offtYel) 

As so we say Rood bye to Paillette who has 

Am cid herself a full time job but can't find the 
time to spend all the money thai she's now 
earning! A heartfelt thanks to Paulette lor 
sticking with us for so long and lor doing 
everything we could haw asked 11 only iimcs 
were better, we would all still be together bul 
she's promised to keep in touch (that's what 
Slaey said!) 

Talking Of Stacy she has promised [[] tome 
and help us send this Issue out bul that's in 
a couple of weeks time so we'll see what 
happens! 

The Regular Contributors, who provide the 
bac kbone of the magazine and can generally 
be relied upon to come up with good articles 
and reviews, are ..... 



John S Davison 
Paul Rlxon 
Allan J, Palmer 
Mark Stinson 



Stuart Murray 
Ian Finlayson 
Nic Bavington 
The Tipster 



All olher contributors for this issue are indi- 
vidually credited alongside their articles or 
programs, Thanks to everybody for sharing 
their enthusiasm with other Atari users, 

Mtiin mri.sk? inspiration this time has been Mary Cha- 
pln-Carpenter who 1 memioried laxi tlmr- hut ttuim 
have room to expand upon. Her Iwo albums (she's 
aduoUu mmirjaur} have been on almost non-stopfor 

about three mimthfi ! teas quitr dismayed tojlnd that 
she had been voted Country Music Female Singer i ?i f 
the Year In 1993. does that mean J now have to buy 
Tammy Wifiwii? uttd iJuify Partan! I can't think why 
she Js considered -a cwunrnj xintjer. hut if people need 
pigeon holes, i guess there's nowhere else lo pul fur. 
DnJi/ une rwrr CD in the last two months which I had 
to snap up before it disappeared and ifmr'.s hi; J<n^ -in 
\V\!<uim*t>r\ untS.ifihn Kenbaurn entitled WHEEL OF 
FORTUNE. Not at ait bad. especially If you have a 
Robin W\ll\nmsAirt uhsexxltu\! That's about tt. i'moff 
now to record a Jew of these to listen to In the Easier 
holidays! 

The ncirt Iwie or NEW ATARI USER could feature 
YOUR article w prog/mm , 
hu SEND IT IPf NOW! 

i-M.f- 6 s/ij,h , ,, t Kt H/wf <fou . ."J do Ktf/i your Stun. Yf.H 
A i'AHl VSEJt kmt always been if rait A entirety with Atari 
tquipmtnl. initially im the XL hat more tatth with tt Mega 
ST andttlher stuff, who needs PC's or Macs:' Wtth the 
tXCfptt'Ht '*f the final output itn a l.imstron and the use of an 
m-hmrse repta camera for the photos and listings everything 
iv dour on the ST. Hardware includes a Mega ST2 tUPgradtd 
H> 4ttbh SM125 Monitor. Supra .)i)Mh Hard Hist, an Atari 
Later Printer, Citizen H41> printer, Pkitlpi CMS&33 monitor, 
MUX; XF551 disk drive. Hit} did, drive, Witt interface, SEC. 
MtH.i printer. Principal software US*d is ProttXt and Flttt 
V.',<; VuMi-skrt i t). />tb,.r mjrwan inttudes hermit lan- 
Taii. Turbo Basic and various ctt-Uam wHthm programs m 
the KUXML Articles and programs submitted nn XLlXE dilks 
art xuhjecledto various , nstem Ttl/tn pr\>Kwrns befott 
rVJflJB transferred across to the ST via TA.KiT.ALK. All Major 
rrtiting ii dti/if h i'jJh Protrxl and pages are taid twt -with Fleet 

••(ra-f r.jVi Jj; ■ l rfu* h ith the finished r in;, • as Pattstt^t 
files is if at in a typesetting formic in be output ttn a l.inotron 
and, key pretto, finished pages are ttnt bctck exactly as y**u 
tm mUm. it realty jam* mm*I A it that is tefi U to arop in the 

i'i ■.n.U i; .■JJL'f inrbrlTiU. 

"rX/, .r.v not tfUitr 4f.i <rd» rJf fAdf hut you gtt itltaS 



A MIXED BAG 



This Issue we ll have a real mixed bag cdiloriaJ as several unrelated topics come to 
mind. The flrst is how quickly the ST seems to have gone the way of the Atari Classic. 
Or has It? 

Did you know that Atari haven't actually been selling the ST In the UK for about six 
months? We had a lot of calls at the end of last year from folks asking where they 
could buy an ST as they could noi find one in their Local shops. Silica Shop sold out 
long before Christmas and it turns out that Atari had not heen importing any 
machines into the UK for several months. In February they changed their minds and 
began importing machines from the USA, but how many sales had they lost in the 
meantime? Atari s recent efforts have been in promoting the Falcon or, rather, just 
hoping that someone would buy one. Remember the Falcon? It was Atari's latest best 
computer in the world, hut how many Falcon owners do you know? The Palcon looks 
as if it will be as popular as the .... umm ... the ... Well, in a couple of years time you 
won't remember the Falcon either f 

If you check the Mailbag column this issue you will find a letter from a French Atari 
fanatic who says that the shop where he worked stopped selling Atari software when 
the machines were no longer being sold and this is what is now happening to the ST 
All of the big stores have dropped ST software and very few of the major publishers arc 
releasing ST titles. Whose fault is It? Well, It was Atari who slopped importing the 
machines, so you tell me. Atari seem io have found themselves a unique niche. The 
only thing they can do well is fail to scU the amazing computers they produce. Ah well, 
there are rumours that they are going to buy EuroDlsney, so well see what happens 
then' 



LACK OF INTEREST? 

The other topic touched upon by our French friend is the store where he worked 
complaining lhat they weren't selling Atari software when, all the time, they failed to 
mention that they sold Atari software in their adverts, Well> you might remember in 
the last isstie I asked companies that were going to the upcoming SAMS show in April 
to let us know what they will exhibiting. Well, only one exhibitor bothered to gel in 
touch and that was Dean Garraghty H all the others we had to chase. I am amazed that, 
of all the folks who are supporting the Atarl H only one had enough presence of mind to 
realise that you can't expect customers lo come and see you unless you let them know 
you'll be there. Maybe it's that old Alari attitude that has rubbed off? 



NEW USERS START HERE 

We've had quite a few new readers in recent months that have had problems in typing 
In the listings and 1 realised thai we had fallen into the old trap of assuming that all 
Atari users knew everything about their computer. We used to publish the TYPO 
listing every issue but dropped it many years ago on the assumption that everyone 
would have a copy, That's nol the case of course, so for the benefii of those who have 
been mystified by those strange two letter codes that the Atari won't accept , we are 
publishing the TYPO 3 hsiinu Bgahl this lasue. ft you have neve r used TVE'O belnrc ^\ 
It up and running, it's a real miracle of a program. 



A DEAD LASER 



One of the real problems of sticking with a minority interest computer is when things 
flu wrong. Halfway through this issue there was a big bang from the direction of my 
SLM804 laser printer and a distinct lack of the annoying whirr of the fan. It was dead! 
This means that ihere may well be one or two mistakes in this issue since proofing the 
mag on a dot matrix is such a slow process that I would have to start work on Issue 
m\ II also means thai I have lo travel hall way across the country lo find s<um<cinr 
who is willing (or able) to repair it. If I had bought an Apple Mac for desk top 
publishing 1 could have taken it down the road. And to think that a few years ago ALari 
iried to push the ST as an ideal DTP system. It would make you laugh. If you weren't 
crying so much. 
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Sharward Services presents . . 



pring 





icro 




how 



Radio Rally &- Electronics Fair 
SATURDAY 16 APRIL 1994 - lOam 4pm 

BInfiley Hall, Staffordshire Showground 

Weston Road* Stafford 



Bass ©SseffSe 



Entrance - On the day £2 - Children under 14- Free 

Aft formats supported* including; iBiYf f*C* Ami&a* 
Atari ST X & bit* Einstein * Acorn * Apple etc* 

Hardware* Software* Accessories* Radio* Satellite* Printers, 

Media Supplies* Systems* Electronic BrinM & Buy etc. 

Last Autumn's AtYtS had ouer ZO stands* 

$Ms£(H ST User* Cairas^esSisssg 



Traders welcome ~ Please contact the organisers 

SHARWARD SERVICES 
Upland Centre - 2 Upland Road - Ipswich - IP4- 5BT 
Te( - 04*73 272002 Fax - 04T3 272008 



Autumn Show CAMS8J - Saturday 12 November 1994 



Save £1 

Complete the voucher below and hand in at the door 

Name . . 

Address 




Post Code 

Tel 

Completed voucher entitles the bolder to 50p off the entrance fee Plus a free show £uide fworfb sop) 1 
* Subject to availability 
\\3 Please send me details of future fittS / Radio Rallies 



Mailbag 



Keep *em coming! 

Although this will be appear- 
ing in the April/ May 1994 
issue, this will be my first 
Maitbag column compiled in 
1994. I'm pleased to see an 
interesting and varied selec- 
tion of letters again - please 
keep them coming! 



Allan J Palmer is ' 
sitting in the hot 
seat at the sorting 
office awaiting 
your letters on all 
things Atari - get 
writing! 

Write to MAILBAG at 
Page 6 Publishing 
P.O. Box 54 
Stafford 
ST16 1DR 



THANKS 

Murk W;il. si hi of EJrLdlington asks for 
thanks lo be passed on to Daniel Baver- 
slock for his correspondence, and to 
Andrew Lakin-Hall for helping to build a 
robot before going on to several other 
subjects. 



AMS 

Mark does not regret attending AMS 7 and 
sends these comments: 

"The amount o f Atari support was ex- 
tremely good and there were all sorts of 
bargains * Zaxxon at 25p, Rescue on Frac- 
tals ROM at £2.50, 810 drives for £15! 
Among the new items on sate were Quick - 
an excellent language that I recommend, 
Brundles ■ a straight copy of Lemmings 
albeit t>ery Jerky, and a number of hard- 
ware kits including Micro-Discount's Stereo 
Upgrade. Quite a lot of overseas visitors 
were there. AN(1 had some excellent soft- 
ware and were advertising a new disk 
magazine. He-Soft were also in attendance, 
and on the DGS stand was liar aid Schon- 
feld (author of Quick). DGS had their refor- 
matted Atari NewS'Paper (no longer a disk}. 
Despite the show being so good, the num- 
ber of people attending was quite smalt. 
Hopefully more people will attend the next 
show. " 



MUSIC CONSTRUCTION SET 

Another question from Mark is: 

"Does anyone know how to print to an 
Epson compatible printer from Electronic 
Arts' Music Construction Set? I bought this 
disk unboxed from AMS without instruc- 
tions and can't work out the printer Codes." 



USER GROUPS? 

Mark Watson has also been dunking about 
starling up a User Group for the Atari 
Classic in the Yorkshire aTea. If anyone 
has any advice or wants to be part of the 
group, please contact Mark at 122 St. 
James Road, Bridlington, N. Humberstde, 
YO!5 3NJ. 

Miss J Adams asks if there is a User 
Group in the Edinburgh area. If there Is, 
please drop a note to Mailbag. In the 



meantime Miss Adams, drop a line lo 
Stuart Murray. NoSAUG [North of Scotland 
Atari User Group, 71 Walker Road. Torry, 
Aberdeen AB I 3DL. or to TWAUG (Tyne fii 
Wear Atari User Group), P,0. Box H. Wall- 
send, Tyne & Wear JME28 6DQ either of 
whom may he able to put you in touch 
with someone to fix your 13GXE that keeps 
cutting out. 



PLAY THE GAME! 

From Basildon in Essex, we have a letter 
from M. Tomlin. self-confessed W.A.C.O. 
(that's Whacky Atari C lassie Owner). Mr 
Tomlin Is disappointed that having respon- 
ded by telephone to a request in the Con- 
tact column for Classic software and offer- 
ing to send the adverliser a printed list or 
a disk file on receipt of a disk and /or SAE. 
the advertiser was unwilling to send even a 
SAE! I Share Mr T'S frustration, he's offer- 
ing help but the person who wants it can't 
be bothered lo contribute... 
Money is tight, so Mr Tomlin is asking 
"...is It possible to make up the cable that 
plugs into the I/O port with the Centronics 
plug on the other end to connect a third 
Party printer? Two plugs and a cable can- 
not be that hard to make up - 1 cannot 
afford to buy one, (unless of course there 
are other electric components in the 
assembly). I am good with a soldering iron 
and can get both plugs if I can find out 
which plug goes to which pin on both 
ends, " 

It's not as easy as that, Mr Tomlin, as the 
Atari Classic does not have an Inbuilt Cen- 
tronics interface SO this has to be built tnlo 
the cable or as a separate Interface. Some 
projects have been published over the 
years and a kit is available from Micro 
Discount but there are no short cuts. Your 
best bet If you want to save money is to 
ask Micro Discount for details of their kit. 



1050 PROBLEMS 

Two readers are having problems with 
their 1050 drives, Paulo Rodriguez. R. Dr. 
Sidonio Pais 27 R-C. 2675 Odtvelas, Por- 
tugal cannot save files or even format a 
disk (errors 144, 138), however the load 
fund ton works perfectly. 

Well, I must refer to the Mailbag column 
of New Alari User issue 50 and lo quote Mr 
Ell Ingham, himself: 

"We have answered this one several times 
before. Quite often the only thing that is 



6 Issue 67 - New Atari User 



Mailbag 



wrong is that the felt pad that holds the 
disk onto the read /write head has become 
compacted so that there is not enough 
pressure to hold the disk against the head. 
Just remove the case and you will see a 
small arm just behind the spindle which 
holds the disk centre. You can lift this a 
little and you will see a small felt pad 
about one eighth of an inch square on the 
top (facing down). Grab a paperclip, opened 
out and very carefully roughen up the sur- 
face of the pad taking great care not to 
touch the head underneath . You should 
find that, once you put It all back together, 
the drive turtles again. This works In nine 
cases oul of ten but If you have the unlucky 
tenth one, then you'll have to find some- 
where to get it repaired. " 
Thanks for the help, Lesl 

Dennis Saunders finds that sometimes 
the busy light does not come on after in- 
serting a disk and turning the lever, and 
sometimes the busy light remains on and 
fails to go out. Can anyone advise how to 
rectify these faults? 



DISK BOXES 

Kevin Cunkf liorn Kxeler. Devon is worried 
about "...the availability of 5 1/4" disk 
boxes. Aryos and Index seem to have stop- 
ped selling them, as have the main chain 
stores. Perhaps the Page 6 Accessory Shop 
would consider selling them as people will 
need disk boxes as long as they need still 
need disks." 

How about It, Les? Would the Accessory 
Shop consider 5 1/4" disk boxes as a vi- 
able item? (They are not that easy to find r 
our regular disk supplier has now stopped 
stocking them but we ll have a look round. 
Eft) 



ACE C WORKS! 

Back In Issue 61, John Young asked if 
anyone could demonstrate that Ace C" on 
Page 6 PD disk DS#18 works. As men- 
tioned previously. I've received an example 
disk from Daniel Carrodano showing that 
the product is usable, and now l have 
some correspondence from David Sargcanl 
of Grantham* Lines who thinks that 
"...(Ace C) is excellent. In September last 
year I started a college cvuisv in program- 
ming In C and I find 'Ace C very useful In 
helping me with my studies. I have written 
seuera! programs and they all compile and 
run perfectly. The only system crash I have 
encountered was due to my own fault. It 
appears all the program files have to be on 
the same disk since disk swapping Is not 
supported. I do not have 'Deep Blue C 
though, so I cannuf comment on Afr Young's 
problem of transferring programs, but Ace 



C definitely does work. 
In case It would help anyone, here Is a 
description of how I create an executable 
program with Ace C, 
Before you start make a system disk with 
these files: 



DOS. SYS 

DUPSYS 

AUTORUN.SYS 

COMPlLER.COM 

UNK.COM 

ACECIO.CCC 

ENGLOAD. OBJ 
ENGINE OBJ 



Normal DOS 2.5 

Text Editor 
Compiler 
L Inker 

Library of pre-defined 
C functions 
C Engine. The coding 
which makes the lan- 
guage interface with 
the Atari 



1. Hoot the system with the Option key held 
down and the Autorun file executes the 
Text Editor. I have tried several editors 
with success, but I prefer TextPro. 

2. Type your C source program and save It 
with the extender '.C'r a different exten- 
der or a filename containing numbers Is 
not allowed. Exit the Text Editor back to 
DOS. 

3. Choose DOS Option L and execute the 
compiler. At the prompt, type the source 
filename • without the extender f.C is 
assumed}. The source file Is compiled 
into pseudo-code and the resulting file is 
stored with a \CCC extender. Return to 
DOS. 

4. Choose Option L again to execute the 
linker. At the prompt, type the complied 
filename - without the extender V.CCC* is 
assumed}. The pseudo-code Jlle Is pro- 
cessed along with the C Horary and the 
C engine flies to produce an executable 
binary Jlle with a '.COM' extender. Re- 
turn to DOS and try running your new 
program from Option L" 

Thank you David for that mini- tutorial. 
Has this helped anyone? 



NEW NOTES FROM THE 
NETHERLANDS 

Ehll Wrilt-aven from Breda, the Netherlands 
was pleased to see some answers to his 
questions in an earlier Issue. He's written 
again With some more observations which 
I'll comment on. if applicable, as we go 
through. He starts: 

"What's the status of Turbo BASIC? How 
PD Is It? In Holland and England it is avail- 
able as PD hut It uxtS published by Happy 
Computer' In Germany." 
Turbo Basic has certainly been accepted 
around the world as public domain, 
although as it originated as a type- In 
magazine listing it's true status may not be 
strictly public domain. Most Atari maga- 
zines copyrighted their programs but 



allowed free distribution after a short time, 
thus retaining the copyright hut also re- 
leasing the material into the 'public do- 
main*. The American magazines Antic, 
Analog and Compute! formally agreed that 
all of their listings could be public domain 
and Page 6 has never objected to circula- 
tion of its listings In the public domain, 
although the copyright is strictly ours as 
the original publisher. This Is a complex 
issue and It probably won t serve the Atari 
community much by trying to confuse the 
issue. Just accept that almost every user 
in the world has come to accept Turbo 
Basic as "public domain' but <l<m'i ri> io 
incorporate il into any software thai Is in 
be sold commercially and you should be 
quite safe. 

"With reference to Jack Barnes ' printer con- 
nection query in Issue 65, for my Star LC- 
10-850 I received the following advice from 
Star: 

(note C = 850. P - printer pin) 

CI -Pi * Strobe, computer says 

DATA READY' 
C2-P2 = DO dataltne 

C3-PW * Dl datuline 

C4-P4 m D2 datuline 

C5-P5 - D3 datuline 

C6-P6 = D4 dataline 

C7-P7 = D5 dataline 

C8-P8 = D6 dataline 

C 1 5-P9 = D7 dataline 

CI3-PI 1 = Busy, printer sags "WA/T" 

P 1 2-P32 = Error detected by printer 

C11-P16.19 = GND. signal ground 
thru 30 

and the following can be done but are not 
essential 

C9-P36 = Select In. printer "knows" 

computer is on 
P16.PW-P3G may all be wired to each other 
PI 7 is preferably connected to wire mesh of 
cable mantle tf present 
P34 & P35 are unconnected 
Thanks for that info, which should help a 
few Star owners. Bill continues with a 
question: 

"Where can I find a program that shows a 
complete disk track, e.g. sectors (128 or 
256 by les j and all Inter sector bytes? 

I am unsure what you mean by a com- 
plete track and inter sector byles. Page 6's 
DS#5 "Disk Editor 1 has proved useful for 
rric in e^rriitutig ihe content of disks. Any- 
one care to suggest more powerful!?) utili- 
ties? 

"Can vector fonts be generated on the Atari 
Classic? I.e. fonts where the letter is drawn 
In lines directed by coding the angles be- 
tween points. Bezier curves seems to be the 
answer, but my math is not up to it... 

Hmmra? Good as it Is. is our beloved 
Atari Classic powerful enough to cope with 
this? Prove me wrong someone, please. 
BUI goes on to say thai J. Dijkstra's printer 
lip in issue 64 is only for G.E. printers and 
comments that, "in response to R Paulson's 
enquiry In issue 64, build-tt-yaurself pro- 
jects and instructions and ready mades are 
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sail available in Germany, e.g. I got a spare 
WEFAX interjace there. Interested? 

Next the program "Flower Garden" in issue 
61-1 typed it In practically identical from 
an issue of MICRO tn 1983! But it s nice to 
have it revived, 

Les comments on this one - the program 
was sent in to us about three years ago by 
Anastaslos Bonidis and we had no reason 
to suppose that It was not his own work. It 
eould well be that he submitted it to Mirro 
many years earlier, 

/ want to learn Forth. Who can help? I 
would like to write a program that could 
autorun from a disk." 

Forth seemed to gain popularity in the 
1980s but appears to have lost ground to 
C. There were a number of articles In ANA- 
LOG magazine - issues 13 to 3 1 . 

t hanks. Bill, for a number of interesting 
comments that may well stimulate corres- 
pondence for future Issues. 



FROM ST to XLfXE 

Bill Diggins of Leeds was pleased to see the 
article "...by Peter Hall in issue 65 about 
the transfer affiles across to the ST. If Peter 
wttlfargtve me, as comparatively newcom- 
ers like me find It a bit hard to understand 
the principle could I suggest that Peter 
gives a full schematic diagram detailing all 
the necessary hardware and software in 
their relative positions with connections. I 
am certain that any further information 
would be most welcome to many more peo- 
ple other than me. " 



BR ANNOUNCEMENTS! 

Our regular correspondent from South- 
ampton. Brad Rogers (see. he does have a 
first name!) responds to some points In 
previous issues: 

"In reply to Sid Berry. I didn't ever go to 
the Bold Forrester meetings as I was una- 
ware of any Atari User Groups meeting in 
Southampton at the time. 

In reply to Denham Phtpps' enquiry about 
the 1450XLD. you neglected to mention the 
I2Q0XL which actually saw distribution in 
the USA for a limited period of time. Fea- 
tures of the machine included: 
- the possibility of bypassing the built-in 

operating system, 

■ the ability to disable the keyboard, 

■ the introduction of the XL features (inter- 
national character set, fine scrolling, etc.) 
The second of these features would be 

quite useful, but bypassing the OS? Short 
of writing your own from scratch, what on 
earth was the point? One final point about 
the XL computers, If youve ew?r wondered 
why the key layout in the keyboard test 
routine doesn't look anything like your 
keyboard, it's because the one displayed 
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belongs to the 1 200XL. 

Does anyone remember Atari announcing 
a CP/M module for the XL range?" 

The reason [ dldn t mention the 1200XL 
was that 11 predated the other XL models 
that were announced together about a year 
later. The 1200XL was almost a pilot for 
the new range, the later models correcting 
some of the problems found with the 
1200XL. 1 suppose tf I wanted to do a 
complete history of the range we could 
have included the 65XEP or the 65XEM; or 
how about 'Infinity', the integrated com- 
bination of spreads heel, word processor 
and relational database for any 64K 8- bit 
Atari? Or going further back into history, 
what about the 815 disk drive? 

Bark in the March I Issue of COM- 
PUTE!, Bill Wilkinson noted In his "Insight: 
Atari" column thai the keyboard self-test 
layout does not show any Control+Shlft 
combinations, and it cant see Control- 1 or 
Break. On the 120OXL, additionally the 
Controls function key combinations don'l 
display properly. 



RESET, RAMdisks and 
Other Questions 

We now have a number of questions from 
Andrew Mcintosh of Bonnybridge, Stirling- 
shire which, again, HI comment on as we 
go along. 

"Can you help me locate an article that I 
think was tn either Page 6 or NAU about 
programming the Reset key in BASJC?" 
I think the article you are looking for is 
"No Entry'" by Phil Car dwell on page 34 of 
issue 44 of New Atari User. 
"Is It possible to have two RAMdisks avail- 
able at the same time on a 256K machine 
and. if so, how? 

As Daniel Carrodano has sent, me a disk 
which creates an environment for Daisy 
Dot 111 using 2 RAMdisks on a 1 30XE. I 
don't believe there can be a problem in 
creating 2 RAMdisks on a 256K machine. 
7s ft passible to utilise extended memory 
and RAMdisk also at the same time and, tf 
so, how? On my 256K machine in DOS 2.5 
the maximum sfzc of the RAMdisk available 
*only gives WW free sectors instead of 
MyDOS where tt gives 1540 free sectors. Is 
there any way I can set the RAM diak size 
to use a total of 1 28K of extended memory, 
rather than using all the 192K?" 
The best reference I've found for 256K 
machines and RAMdisks is one IVe men- 
tioned before in this column: Tim Patricks 
Smart HAM 2,5' in the September 1969 
issue of ANTIC (vol. 8 /no 5 1. 
Tor some time I have been considering 
getting MIDIMaster II: however is there any 
commercial package that supports the MEM 
interface for the Atari H*blt? n 
This sounds like a question for John S 
Davison, or anyone else with (Atari) Clas- 



sic music interests. (MidiMaster comes 
with its own software, Ed.) 
"In issue 45, Robert Crewe and Andrew 
Homer described the connection of an Atart 
Classic to a VCR. I have tried this just to 
get the video t uned to the Atari. I did get a 
picture through the video onto a TV but the 
picture was very faint. Can anyone tell me 
how to get a good picture either through an 
aerial or monitor lead?" 

Unfortunately, 1 have no experience of 
connecting my Atari to a VCR. Can anyone 
assist? 

"J have been able to pick up copies of PAGE 
6 Issues 1 to 12 and from Issue 14 on r but I 
have been wondering what happened to 
issue 13? Additionally, what wtas disk 
DS#16 in the 8 bit PD Library?" 
Issue 13 must have sold out quickly? Disk 
was 1 Database 3". I believe it was 
withdrawn because It was buggy, but I'm 
sure Les will confirm the reason, (It was 
buggy! Ed.} 

"I have been trying to renumber the RAM- 
disk In DOS 2.5 to "D2;'\ Raphael Esptno 
told me that the RAMdisk is in fact an 
Integral part of the DOS.SYS file and the 
file RAMDISK.COM is merely a program 
that formats and copies DUP.SYS and 
MEM.SAV to the RAMdisk. Raphael also 
wrote a short program that would change 
the RAMdisk number in RAMD1SK.COM file 
and make the required pokes and press 
reset, then go to DOS rewrite DGS/DUP 
files to disk. The pokes he has used are 
shown tn the program below. But when I 
reload the customised version. RAMDISK- 
.COM formats drive "D I:" Instead of "D2:". 
Can anyone tell me why It's doing this and 
how w correct it? 

The following performs Raphael's changes 
in Turbo BASIC: 



0 

1 REM DONE BY RAPHAEL JAMES ESPINO 

5 RAMD=£; REM NEW RAMdisk NUMBER 
10 DIM DAT$(1Q67): DATS(106?K " 
20 OPEN #1 ,4,0, 'D1 :HAMDISK.COM" 
30 BGET # I , ADR( DATS J . 1 06 7 
40 CLOSE 4 1 

50 DAT$(t>70.670)=CHRS[KAMD) 
60 DATS[H07,H07)^CHRS{RAMD) 
70 DATS(856,856|=CHR$(RAMD) 

SO DAT$U017,1017)=CHR$|RAMD) 
90 OPEN tt 1,8,0, "Dl RAMDISK.COM" 
100 BPUT #1,ADR| DATS), 1067 
110 CLOSE* I 

199 

200 POKE 1 920, RAM D: POKE 

2953, RAM D: POKE 4 191, RAM D 

210 POKE 1602.3: REM ACTIVE DRIVES, 

ONE BIT PER DRIVE 2 = 000000 1 1 

{DRIVES 1,2] 

220 - 

1 haven't figured out the problem with 
Raphael's program - l suspect the POKEs 
(it does the same for me, formatting Dl:), 
but 1 have found a solution. Once again, It 
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comes from one of BUI Wilkinson's "In- 
sight: Atari" columns: this time from the 
August 1986 issue of COMPUTE f The fol- 
lowing short program is for use with RAM- 
DISK. COM. After you boot DOS 2.5 and 
RAMDISK,COM, running this short BASIC 
program changes the DOS memory loca- 
tions so that the RAMdisk Is addressed as 
D2: (or any other drive in the range D2: to 
D80- 

100 REM 

110REM==== REPLACE BAS ==== 

111 REM BY BILL WILKINSON 

112 REM COMPUTE! AUGUST 1986 
120 REM 

130 REM A program to replace D8; with 
140 REM Dn: where n is any drive 
150 REM number from 2 to 7 {or even 8) 
160 REM 

170 IF PEEK(1802)<12B THEN PRINT "No 
RAMdisk in5talledl":STOP 
1S0 REM 

190 RAMDRIVENUM=2: REM Change this as 

desired 

200 REM 

210 POKE 1920.RAMDRIVENUM 
220 POKE 2953.RAMDRIVENUM 
230 POKE 5439 48 + RAM □ RIVE NUM 
240 POKE iaO2.PEEK(lB02)-l28 
250 REM (for changes to line 260, see "Map- 
ping the Atari") 
260 IF PEEKf1602)i=1 AND 
RAMDRIVENUM=2 THEN POKE 1802,3 
270 DIM INIT$(4) 
280 FOR 1=1 TO 4:READ DATA 
290 INIT$(I)=CHR$(DATA):NEXT I 
300 DATA 104,76,224,7 
310 JUNK=USR (ADR f IN IT$}) 
320 REM 

330 REM Verify it worked 
340 REM 

350 DIM DRIVE$(6) 
360 DRIVE$="Dn:* *" 

370 DR I VE$(2,2) =CHR$ (48+-RAM DR I VENUM) 
380 REM 

390 OPEN #1 ^DRIVES 
400 TRAP 430 

410 GET #\ «BYTE: PRINT CHR$|BYTE); 
420 GOTO 410 
430 END 

Remember, don't thank me - thank Bill 
Wilklnsonl 



1027 SPARES 



Finally, Dennis Saunders would also Like 
to know where he "...can obtain new type 
characters for a 1027 printer to replace the 
disintegrated originals." 



A VIEW FROM FRANCE 

I've been an Atari Classic enthusiast since 1983. In France, the Atari XL/XE has never 
been greatly loved by the public but those who have bought one hai>e enjoyed tt so much, 
that very Jew of them sold it I don't know If a lot of French Atari users subscribe to PAGE 
6 but I personally think that even If we are not too many, we really appreciate our Atari 
Classic. 

During 1989 • 1990 years, I worked Jor a magazine called MICRO NEWS which was 
selling the Atari SOOXLJor 200 French francs (£22). They really didn't care about the Atari 
Classic but I tried to test the most software possible. Of 50 tests I've done, less than 15 
have been published. In France when you purchased your Atari 800XL. you could buy 
some software at the same shop but when the stocks of Atari 800XL were finished, they 
stopped selling the sqfhvare. The argument was ■ no more computer, no more softittare 
because not enough money could be made importing Atari software. A shop I was working 
with called COCONUTS tried to continue selling Atari classic software but when you take a 
tot of advertising in computer magazines and you don 't say that you sell Atari software. 
It's sure that you're not gonna sell a lot! 

They used the same recipe as some software houses that I won 't name "We are still loyal 
to the French Atari Classic community, we continue to sell the programs". Sure they do, 
but when more than 2000 people who have bought an Atari 800XL at 200Jrancs don't 
know any source of Atari softutare. their computer ts going to finish in the closet stuck 
between the soldering iron and the vacuum. So in 1990, we have lost a little bit more than 
2000 French users. You know what, I hate French people, they only think oj themselves! 

Eifery two months NEW ATARI USER gives you the ability to explore Atari programming. 
They sell Turbo Baste and they surely have the biggest public domain library ever seen In 
Europe. Their Issue disk Is full of tricks and good programs. So thaVs very simple ■ In 
1994, it never has been so easy to learn Atari programming. 

Now if only 25% of the European Atari Classic (a dream last night told me 50%!) 
community could program real commercial software, tt would reactivate the market. But it 
doesn't stop there. I'm sure you've seen a lot of software houses for the Atari 8-btt in 
recent times (ANG. TIGER. KE-SOFT ...) but they all have the same problem - they don't sell 
enough of their programs to make profits. But does there have to be profit? Supposing we 
could sell our own Aran software to other users who don't have the time to program, we 
could then earn some money bui we would not spend this money on video, alcohol or 
whatever, we would reintroduce it in the Atari market. It would be a closed circle which 
could be very powerful. 

Some of you have surely seen the beautiful movie BOYZ TV THE HOOD directed by John 
Singleton. In one scene, Larry Fishburne explains to his "brothers" a method of escaping 
from the white conspiracy about black people (If there ts one and NEW ATARI USER ts not 
a political publication). His idea was simple - don't spend any more money on guns sold 
by white people, don't consume any more drugs sold by black dealers but imported at the 
begtnning by white people. Create black industry / culture and make it work Independently 
from other markets. That's where the parallel comes In. If we could use the same idea In 
the world's Atari market {because the problem doesn't exist only in Europe but also In 
Australia, South America .,, }, we could make tt as active as tt was at the beginning of the 
eighties and maybe moret 

To tell you the truth, I'm now programming my first real commercial program that won't 
be expensive and all the money I will earn with this one. I will reintroduce In buying from 
other suppliers or companies. In France, we say "Charite bien ordonne commence par 
sol-meme". In English - Charity begins at home, 

P.S. I don't eat frogs! It's time to be a real community ... 

Pierre Andre Berthault-Meca 
Paris 



TIME TO GO 

That Just about wraps up another Mail- 
hag column. I might now be able to find 
some time to play Brundles'! Or catch up 
on some of my other correspondence. 

In the meantime, don't forget to drop us a 
few lines with any questions you have or 
suggestions. How about your personal Top 
Tens of favourite programs? What a your 



favourite Adventure? Which word proces- 
sor is die best? What strategy game keeps 
you glued to your Atari Classic for hours? 

One final thought. The New Adventures 
of Superman" (BBC I] is a great scries - 
very defUy handled, portraying Lois and 
Clark with character. But Perry White 
being an Elvis fan? Great Caesar s Ghost! 

Up, Up and Away! 
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SWIFT 

SPREADSHEET 



Les Ellingharn checks out 
a rarity - a newly released 
application program for the 
Atari Classic 



Atari earned its reputation as a games machine many 
years ago with the result that very few companies 
bothered to develop serious application software and 
(hose who did seldom promoted it widely. A case in point is Lhe 
Swift Spreadsheet, developed in 1985 by Audiogenic, a com- 
pany much more widely known for their games on the Spec- 
trum and other machines. Now The Atari Classic Programmers 
Club have bought the rights to this little known piece of 
software and given us all the opportunity to put the Classic to 
serious use. 

Swift does not carry the reputation of Vislcalc hut it is a very 
competent spreadsheet that should cope with most needs of 
Classic owners. Most of the common uses of spreadsheets are 
accommodated and, thanks to some quite powerful extra func- 
tions, some rather more complex applications can be handled, 



which can be synchronised or not. Such an option is vital lor 
any large application. 



MOVING AROUND 

Entering information into a cell is achieved either with the 
Return key or with the arrow keys which will immediately 
move you to an adjacent cell. As well as moving a single cell in 
any direction, key combinations allow you to move up or down 
by 20 cells at a time or to home Lhe cursor to the top cell of the 
visible screen or the top of the spreadsheet. Strangely there 
does not seem to be an option to move several columns at 
once. 

Many operations can be performed on ranges of cells. As well 
as formatting a selected range you can copy a range of cells 
elsewhere on the worksheet, erase a range or sort a range 
alphabetically. This last option can prove a superb accompani- 
ment to a word processor, for example the Tipster index in this 
issue was first entered and sorted on a spreadsheet before 
being typeset. A selected range can be saved and loaded into 
another worksheet or can be printed out. 



CALCULATING 
AND FUNCTIONS 



STARTING UP 

The first Ihing to impress is the fact that the program will 
recognise what lype of computer you have and will load the 
appropriate version of the program. On the 800XL. or 65XE, 
i In spreadsheet consists of 26 columns and 254 rows whilsl 
on lhe 1 MOXE there are 64 columns and 254 rows. The two 
versions are not directly compatible although you can inter- 
change them if you use only the first 26 columns. 

Swill works Ln exactly the way you would expect a spread- 
sheet to work with text or numbers entered into cells from the 
keyboard and a number of formulas available for specific 
tasks. The program automatically distinguishes between text 
and numbers when entered and has a number of formatting 
options. For numbers you can denote negative values by using 
brackets, a minus sign or the letters n DR' to indicate a debit. 
Currency can be in £ or $ r commas can be added every three 
digits, zeroes can be suppressed and precision can be up to 8 
digits. The choice of configuration is yours. 

Other ways to format the spreadsheet include the option to 
alter the column widths either by individual column or global- 
ly, a feature which is. surprisingly, missing on some spread- 
sheets. Altering column width is achieved by using the cursor 
arrow' keys so that you can immediately see the result. A 
much more powerful feature allows the screen to be split into 
two independent sections, either vertically or horizontally. 



The real power of a spreadsheet is determined by its abilities 
to calculate and "to perform specified functions. Swift recalcu- 
lates automatically as data is entered but this can he disabled 
and done manually when the worksheet gels to he quite large. 
Automatic recalculation can slow things down quite consider- 
ably on a large worksheet. You can choose lhe method of 
calculation, either by row then column or vice versa as a 
different result could be obtained depending on how you have 
used your formulae. 

The functions available in a spreadsheet ultimately determln 
its strengths and weaknesses and I am pleased to say that 
Swift has a very Impressive array of functions available. The 
most common formula adds the contents of a specified range 
of cells but Swift can also give you the lowest or highest values 
in a range, can average a range, count the number of cells with 
values, return the square root and calculate the variance or 
standard deviation of a range. 

Non-arithmetical functions include IK .. AND and OR enabling 
actions to be taken depending on results of calculations, 
together with the ability to Jump to other cells with a GOTO 
command and print out a range during recalculation. Other 
functions include the ability to prompt the user to input 
numbers or text into a given cell. 

One of the most unusual functions, and one that is not found 
on some more complex spreadsheets, is the LOOKUP function 
which enables the worksheet to be used as a sort of automatic 
database. You can. for example, enter a selection of products 
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SPRING 



After seven successful shows in the 
autumn, Sharward Services feel 
that the time may now be right to 
extend the AJJ Micro Show to a twice year- 
ly event with a Spring show due to take 
place on Saturday lfith April at the Bing- 
ley Hall in Stafford. Given the appalling 
weather on the day of last November's 
event, a touch of Spring sunshine will he 
more than welcomed by exhibitors and visi- 
tors alike. 

Readers of New Atari User will, of course, 
be primarily interested in what they can 
find for their Atari but there will plenty of 
interest on the other stands. Those sup- 
porting the Atari Classic will include 

PAGE 6 who, along with their usual 
stock of commercial software and back 
issues of New Atari User will have a selec- 
tion of 'one-off commercial items as well as 
the XL/XE PD LIBRARY, available to 
order on the day. 

MICRO DISCOUNT with their range 



A.M.S. 



of disk software imported from the Conti- 
nent, Turbo load cassettes and the new 
range of software from Zeppelin retailing 
at an amazingly low price. 

DEAN GARRAGHTY SOFTWARE 

will bring along their range of commercial 
products which, as well as being for sale, 
will be demonstrated to interested parties. 

GRALIN INTERNATIONAL intend 
to hold a clearance sale of several stock 
lines as well as offering special prices on 
regular items so some bargains may well 
be found. 

Also in attendance will he T.W.A.U.G who 
will welcome you for chat and advice. 

ST owners will also have a great deal 
more to see this time as the organisers 
have persuaded some real heavyweights to 
come along. These include ATARI ST 
USER magazine and ATARI ST REVIEW 
along with several other companies retail- 
ing ST equipment and software. 

Of course its not only directly related 



Atari products that are of interest. 
S.A.M.S. is the place to get all those sun- 
dries such as disks, listing paper, printer 
ribbons and all sorts of hobbyist hardware. 
Almost everything you can think of in the 
ancillary line will be available somewhere. 
Don't forgot that there is also a huge Bring 
and Buy corner so that you can pay fur the 
trip by bringing along some surplus equip- 
ment. 

The number of stands representing the 
Atari far outnumber those for any other 
micro so SA.M.S. is certainly the place to 
be for every Atari owner this spring. Last 
November you could pick up a working and 
tested disk drive for £25 or an 600XL for 
spares for a fiver. Who knows what bar- 
gains there will he this Spring. 

See you there! 

CLASSIC PD ZONE 
and ST ROUNDUP 

Wo apologise to readers for the lack of these two 
popular columns this issue due to circumstances 
beyond ihc editor's Control. Hopefully full ser- 
vice will I* resumed riuxt issue. 



with their prices in one part of the worksheet and then use the 
LCX">KUP function to copy I he price ultmgside product informa- 
tion entered into another section of the worksheet. This is a 
little difficult to visualise but. very simply, il would enable 11 it- 
user to enter any product from a stock list and have the price 
shown immediately alongside, Quite impressive. 

PROGRAMMABLE 

Unusually Swift is fully programmable so that more advanced 
users can create short programs of action that will be acted 
upon whenever recalculation is performed. Any of the available 
functions can be included and the manual gives some gui- 
dance although IT is far from adequate. A general hook on 
spreadsheets should give you many ideas although, of course 
not all of the functions of spreadsheets like Lotus 1-2-3 will he 
available with Swift. 



EASE OF USE 

Swift is the ideal spreadsheet for those who want something 
that can be used with the minimum of knowledge. Almost 
everything you mlghi need is Included and the manual gives a 
step'through example, although this might have you almost in 
tears! One very frustrating feature is that a calculation that 
ends In a number too big to fit in the width of a column gives 
an error message rather than a series, of asterisks like most 
spreadsheets, and you will encounter this with the example 
given. I spent a good many minutes trying to figure out what I 



had done wrong before realising the problem. If you ever get an 
error try simply extending the width of Ihe column. 
The manual with the review eupy really lets the package down 
as it is written for the Commodore version ol ihe prognnn. 
Although AC-PC provide a reference card giving the Atari ver- 
sions of the Commodore keys, following the example In the 
manual, translating every command as you go through, is 
extremely frustrating. To be of use the example should be 
completely reworked showing the Atari equivalent. Indeed the 
whole manual should be rewritten rather than relying on the 
addendum sheet provided. I understand that ACPC do have 
this in hand and can now provide a version with a new 
manual. 



COST AND AVAILABILITY 

The Swifl Spreadsheet is available exclusively through The 
Atari Classic Programmer s Club, currently in a number of 
versions. The version with the Commodore manual and origin 
al packaging, as reviewed, is £9-95 on disk with a reduced 
price ol £7.99 for ACPC members. The new version with a 
rewritten Atari manual is £12,95 reducing to £10.95 for mem- 
bers. Also being developed is a cassette version which will 
retail at £7.95 or a Turbo load cassette at £9.95. Further 
details on these versions, and possibly on special customised 
versions, are available from ACPC. 

Swift is certainly a competent product and can be highly 
recommended to any user who wants to use their Classic for 
home or business finance or similar applications. You can get 
your copy from ACPC at Pen-Tyddyn, Capel Coch. Llangefni, 
Anglesey, Gwynedd LL77 71 m. 
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XL/XE APPLICATION 



THE CATALOGUE 



Robert de Letter wrote 
this cataloguing system 
for his software collec- 
tion but the program can 
be used for many other 
record keeping purposes 



This excellent disk based cataloguing system can easi- 
ly be adapted to suit any purpose where the Information 
to he stored requires only one line. It is based on a series 
of alphabetical files, one for each letter of the alphabet, 
which are loaded as required. Once In memory the 
retrieval of data Is extremely fast. The program can 
easily be adapted to suit your own purposes by simply 
changing a few headings within the Basic program. 



The Software Cataloguing System (SCS) Is a simple 
program to store your software collection. With each 
letter (A..Z) you call save up 320 entries, making a 
total of 8.320 titles. Although the files are stored as Letters of 
the alphabet, you are not restricted to using them in that way, 
you could, for example, use letters like Q and X to store 
miscellaneous items. 



PREPARING YOUR DISK 

To set up the system you will need, firstly, to format a disk, 
write the DOS flies to that disk and then delete DUP.SYS. Next, 
copy Turbo Basic as AUTORUN. SYS to the SCS disk. Now boot 
Turbo Basic and type in listing 1 (use TYPO 3!). Once you have 
typed in ift e program correctly, save the program to your SCS 
disk as AUTORUN. B AS - 

Aiter rlearing the computer's memory (NEW), type 1,1 Listing 2 
trio need to save it I and RUN it with your SCS disk in drive 1 
Twenty-six files {SOFrWARE.A to SOFTWARE. Z) will be written 
to the SCS disk and you are ready to start using the program. 
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USING THE CATALOGUE 

There Is no need to explain SCS really, as the program is 
quite simple to use, Just follow the prompts. Pressing ESC 
brings you back to the menu at any time and sometimes an 
empty RETURN performs the same action - 

Thirty-eight characters are available for each entry (e.g. 
SOFTWARE CAT. SYSTEM P-D Utility 120B ) but you are not 
restricted to I he formal shown by the heading which you cm 
change If you wish. You may aJso want to make other changes 
to ihe program. 

The printer output is set up In line 1530 which is set for my 
G.E. printer (condensed prinl); some changes may be neces- 
sary for your primer so check your printer manual, In line 
1350 Instead of my name, type in your name In lower case 
inverse characters. Owners of an older 400 or 800 must leave 
out POKE 729,TW:POKF 730, %3' in line IH10 r assuming of 
course they have a copy of Turbo Basic that will run on the 
400/800!, 

SCS uses two machine Language rou tines > and because I still 
don' i know how thai language works I borrowed the routines 
from other authors. The LINES routine is by Len Goldlng from 
Atari User. June 86 and the Sort routine conies from C.F. 
Fogarty and was published in ANALOG 8 bit extra. 

The program is designed as a disk based system but tape 
users could alter the program although they will need one tape 
for every letter M 







zt i rem »li»Elf;im!ld!li 

MH 2 REM 
RK 10 &IH FSCIZi 
YF 2» F$="l>: SOFTWARE. " 
AM 3D FOR H-65 TO ?S 
C5 40 F*fl2,lZ>=CHR$<X3 
ZK 58 OPEN tt±jO*0*F$; Ct-OSE ttl 
RZ 60 MEKT K 
CM 70 CLE :END 
- 



Listing 2 - Run this to create 26 alphabetical disk 
files for your data. There is no need to keep this 
program after It has been ran 



Turbo Basic 



EM 1 REN mttOffl 

IK 2 REM » 

FU J HEM H 

U? 4 REH B 

HC 5 REH 8 " 

6 REH tt MEM ATARI USER - 

FD 7 REM IlMtttt 

HN 8 HEM 



THE CATALOGUE tt 
>> TURBO BASIC « B 

by Robert de Letter B 
- it 

APRIL 3* B 



LB IB REH 



SOFTWARE CATALOGUING SYSTEM 



UL 

DC 
yz 

NY 
AT 



_J La 

BF 
BP 
JE 

PR 

SC 
RD 
ft J 
YY 
FU 

FO 
JO 
FU 
MS 

PT 

EP 
HE 
JH 

TV 

hi: 

uu 

VH 
OP 
UM 

VD 



AU 
L LI 
QK 
KN 

fo 

HF 

YG 
RD 

HT 

CI 
OU 
BE 



GG 
CL 

ML 

LJ 



26 EXEC INIFIIF PEEKC1536J=XO THEM EKE 
C LIMES 

10 EMEC TITLE: COM MENU 
48 

se rem ■d^uaa 

BB CLS ;POKE 783, TM -r.2! POKE ?l8,X fl!POK 

c 7A2,xi«k2:? iGE 

T It I? CHRStK) 

70 IF K=T5 THEN GOB MENU 

SB FS (TH, TH1 -CHR$ CK3 : OPEN BX 1 , F , XB , F $ i 
TRAP X9RzA-r.ll V-TE 

*B INPUT BXliLS : RS IH, VI =LS * K-H + TE : Y~Y + 
TE.GOTQ 38 

IBB IF R$=-"* THEM ? *«+4EMPTY FILE S"lP 
AU5E /H : (jIIII MENU 

LIB ? "4 SEARCH FOB ! M : POKE 752. KOi? J I 

NPUT IS; POKE 752, XL I T 

12B IF IS="« THEM GOB MENU 

13B N = XO 

140 CLS 

ISO I-UINSTR CRS, L*, M> : IF I-KO THEM 210 
IBB H=I DIV TE;? Rg- CK*TE+X1 , KttTE+TEl 
170 IF PEEK 1041 =21 i? "0 «Jil ILM hVM 
ITJ l gUi.ifi^' I W -r.FT K:IF K=T5 THEM G 

OB ML Nil 

100 H=HWTE+TE:S0T0 140 
138 EHDIF 

ZOO N=X»TE + TF_ l GOTO 158 

2X8 ? "4 [another search * - 333- KE 

HU " 

228 GET K : IF K<>65 AND K<> TS THEM 228 
2X8 IF K=T5 THEN COM MENU 
Z4B CLS :? :? ;GQTO 110 
258 — 

2BB REH DDI 

270 CLS I POKE 7 X0 , LIB : POKE 7B 3 , KB : POKE 

712, 38!? "444 i -mlil ! ■■ Ai. J » ■ ! 
ZBB GET K:? CHR5 CK3 i IF K^n THEN COM H 
EMU 

290 F£lTH,THJ=CHR$IK3 :H=X1: Y=TE:DPEM tt 
K1,F, XB j Ft : TRAP 3LO 

30B INPUT a*ljLS:tt5CKvYl-L$lH=H+TE: Y = Y 

+ TE : CT=CT+X1 ; GOTO JOB 

318 IF LENe«$J=1232B THEM CLS I f 

B ; GOB HENU 

128 TRAP OMENUICLS :POKE 752 , XO 1 POSIT I 

OH Ai r r:7 TLS:? "<*,»«,,,,.*,* 

I* . . « I **» 

338 POSITION KB, X2HX3 ! INPUT L5 

340 IF LS-"" AN & S THEM 468 

358 IF L&~"" THEN BOS MENU 

3B8 IF LEH CL$~ J <TE THEM L S (LEHCLSJ +XL3 — 

" ":G0TO 3BO 

570 POKE 752, XI 

388 ? " I iWTWMBKmTM" 

390 GET K : IF K<>09 A MB K <>78 THEN 338 
488 IF K = 78 THEN POKE 752, KOJ? "tD** : GO 
TO 338 

41& ftS £H, Yl =LS ! CT=CT*X1 i S = K1 : IF CT>X1 
THEN EXEC SORT 

438 GET K: IF KO09 AND K<>7» THEN 4X0 
44B IF K = 83 THEN K- KtTE I Y = Y* TE I IF LEN < 
RS J -12*28 THEH 7 it I I | ■ J'UMJaW I II 

SUB L5B8;GOTQ 468 
458 IF THEN 320 

468 ? "» a-fcTilliirTr— — " : TRAP 488'H~K1: 

y=te:clbse nxi;oPEH nxi,r+f ,n«,F$ 

47B ? BKljRSEH, YT :H=H+TE: Y=Y+TE ! G0TO 4 
7B 

498 GOS MENU 



JH 4*0 — 
ZF 58B REH 

ID 518 CLS ; POKE 71O.X2SP0KE 78 3 , TM-Z 2 I PO 

KE 712, F+F 

qk 520 ? J ? :? ' Hfc f ri laNWJl f J.W' ; : BET K : FS 

tTH, TK5=CHRStK3 J IF K = TS THEM GOtt MENU 
RD S3B CLS :OPEM ttXl , F , XO , F $ ; TRAP 598:P0S 

ITION X1,XB:2 TLSl? UL$ 

QG 540 INPUT BKLjLS:? LS 

KD 55B IF PEEK £64> -Zl THEN ? :? "MPMNOMSi 

7B 

PC 568 GOTO 540 

PS 578 GET X;IF K = T5 THEN GOM ME NU 
BS 50B CLS ! POSITION XI F K« :d01H S4ft 
IP S9B 



: ? 

; GET K!GO» HEMU 
JH GOO — 

bp bio rem iaJMt=M mn:i;ni 

DU 620 CLS :IF C THEM POKE 78 3 t TH*KZ : POKE 

718,54: POKE /I 2, 58: GOTO 64* 
Oft 63B POKE 70^, TM! POKE 710, 3B: POKE 712,9 
8 

UC 640 K-Kl; Y = TE tMK=Kl IYY-T E 

UU B6B GET K i t CHSStKUlF K=1S THEH GOB H 
EMU 

HJ 070 F$ CTM, TIB =CHR$ (K) i OPEN tSY.l u F , XO ,F5 
: TRAP BSB 

FD 500 INPUT OXI;Lf ST* CK,Y>3LS;H=K+TE:Y=Y 

+ TE : CT-CT + K1 J GOTO GSB 
UC 090 IF TS = '»" THEM T "4EMPTY FILE !":G0 

SUB 15»{ PAUSE 5B±GOtt MENU 
ID 788 K=XA! Y-TE:L=LEH<TSJ 
YU 718 ? "444QQ0MSE or QICK ?" 
IP 720 GET K i IF K<>B6 AND KOBB THEN 728 
AB 73B IF K=B« THEN CLS I GOTO 9GO 
RJ 74B CLS 

JH 750 L$=T5CX.Y> IPOSITTON Xl,F*Ki:? L5 : G 

OSUB 1578; IF C THEN 858 
UU 768 POSITION XI , TM! ? 1 



(STd ? Y^H 



GU 778 GET K : IF KOTS AND K<>7B AMD IfOH 
THEM 770 
788 IF K~9* THEN S=X1:G0F0 33B 
TI 7*8 IF K-7B THEN BZB 

PA 8BB IF S THEN RS CLEM tR$ > +X1J =TS CK , LEN C 

T$>> i GOTO «38 
KZ 810 GOB MENU 

TO 828 R5 C K H , YV> -LS : K K - H H+ T E ^ Y Y— YY + TElIF 

VOL THEM K=K+TEiV = Y#TE:G0TO 700 
EF 83 B IF CT>X1 THEN EH EC SORT 
PN B40 GOTO 468 
JL 658 POSITION XI, TH:? 



GS BOO GET K:IF KOTS AND K<>78 AND K<>89 
THEN 868 

I A 078 IF K=78 THEM R$ INH , YY1 -LS I «K = MX + TE 

; YY-YY*TE GOTt) r H » 
DE B8B IF K=SS THEH S-Xl ' GOTO 718 
NV BSO IF S THEH RS CLEN CR$i +X13 =T$ (K, LEN I 

I S i 1 i GOTO 408 
KY 9SB BBS MENU 

XX *18 IF YOL THEN »t-H* TE : Y = Y*TE ; GOTO 75 
O 

PK 328 GOTO 4BB 

AO 938 POSITION XI, TM:* - 

" i POKE 752, KB ; POSITION K1,F: 

? TLS ! POSITION RO,F+Kli INPUT L5 
RK 940 IF LEN CL$> <T|E 1 HEN LS I LEN TL S 1 +X1 i = 

■i « : GOTO 940 
KH 95B POKE 75 2, KL i POSITIDH XI,F;FOR N-Kl 
TO TE : ? " ! NEXT N:P0S1II0M XO,F+Xl: 

? " "*:GOT0 028 
BO SOO R$=T$ 

JO 378 ? "irl MXZXXM MLlaW " : POKE 752, XO 

:? : INPUT 15 i POKE 752 >K1;? 
CO 900 IF I*""" AND S=X1 THEN 460 
ON 330 IF 10="" THEM GOB MENU 
JC 1000 N=X8 
IG 1810 CLS 

AY 1828 lrUINSTRCT*,lS,M> !IF I-XB THEM ? 
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THE CATALOGUE 



' :l.[)'*UH 1SB8:PAUSE TE-t 
TWlCLS iGOTO 978 
BN I03B K=I DIV TE : CLS : POSITION XI, F+Xl i 

? r*(K*tE + Kl,K#TE*TE) J B = M* t TC*KJL 
LB 164U IF C THEN 1288 

UD 1.85ft POSITION ki.th:? 1 ■ QMflfcM - 1 Ml il lrTl 

SH 186ft «t K-.1F kO/u AMP KOll THEN 186 
8 

MB IF K-79 THEN CLS i GOTO 970 

Lit 18 SB S=X± 

MA 189B IF C THEN 1228 

BJ 1188 POSITION XI, TM!* " 

"!P0KE 752, KO:? 
LZ 111B POSITION XljF:? TL*! POSITION X6,F 

+X1 : INPUT L$ : POKE 7S2,X1 :? 
YL 1128 IF i.EN<LS?<TC THEN LS CLEM EL$J +XIJ 

=" GOTO 112B 
CH 1138 T*CG,Ct + 37) =L$ tRS^TS :IF CT)X1 THEN 

EKEC SORT 
LH 11*8 TS=RS 

ez nso cls :? "+*Bori*imji? or ffiB=MENU" 
AB 1160 GET K:IF Kt>67 AND K<>T5 THEN Ub 

e 

MG 1170 IF K = 67 THEM CLS ! GOTO 970 
MM 11S8 IF 5 THEN 468 
OP 1178 GOB MENU 

HK 1ZOB POSITION Xl,TM:T ■ fjfj^fj | j,|y MfJ 

aaZBSV'iGQ^UB 1578 
PU 1218 tD TO 1868 

HD 1228 IF Crr-XI THEN CLOSE OKI : OPEN 8X1, 

F+F,X8, FS : GOB MENU 
DZ 1230 IF 0=X1 THEN TS-WS SO+TE , LEN tft* J 1 : 

GOTO izoe 

UJ 124B IF Q=LEKCHSl-3 7 THEN TS=HS CXI , O-X 

15 i GOTO 1268 
HP 1258 T$=R* EX1, A-KU : TSfLEH EIS3 +X13 =RS I 

•+TE,LENIR5») 
NT 1268 RS-T5 : GOTO 1158 

M> 1278 

XX 1ZBO PROC SORT 

EU ±298 A = USR C ADR f SORTS) , ADR CR53 ,CT, TE , 28 
, XIJ 

YI 1388 EN8PROC 

VH 1318 — 

74 4328 tt MENU 

Ttr 1338 GRAPHICS KB : EKEC BREAK = DL = DP£EK [5 

681: POKE 0L+X3,71 : POKE 8L + X3>7C3 , X3 + X3 i 

POKE BL + 7, X3+K3:P0KE DL+8,7 
HV 1348 POKE 718, 96: PAKE 712 , TH+X2 : POKE 7 

89, TN:P0KE 708,7.2: POKE 752 . XI 
OF 1358 POSITION F,XBl? "— 1,6,), — " : PO 

SZTIOM X2 f Xl:7 ■HJ.IJJ^ mUt4IHa >< 
RE 1368 CLOSE ttXl i CLOSE BX2 : C=X8 - S=XB 1 CT= 

XO i RS = "*': TS=«»»JLS="" SIS'"" ! TRAP OHEHU 
TM 1378 POSITION X6,4 ; POKE 82 ( THi? It "HI 

a ADO'* : ? 1? "MI READ** I ? I? "f^Q DE 

LETE" S ? I? "OH CHANGE" 
KA 1388 ? :? "fEdl SEARCH" : ? :? '1^1 PHI 

NT":? ;? "[B] EMIT" 
GO 1398 GET K :K=K~48 : IF X<X1 OR K>7 THEN 

1398 

JZ 1400 GRAPHICS Xi;£KEC BREAK ; POKE B2 + XI 

: POKE 752, XI 
UN 1418 POKE 1548 , PEEK (881 ! POKE 1541 , PEEK 

CO?1:POKE 560,X0:P0KE 551,X3*X2 
FP 1428 ON K GOTO £78,518,14 38,628,68,146 

0,1550 
MN 1438 C=Xl:GOT0 628 
VY 144B — 
MM ±458 REM BMiltM 

Oil 1468 CLS ; POKE 712, TM;? "+4*EEQ]Z32BH9 
raTTTJJBMJB J.81 1J.LLB1.B1 ■ JINNP * ; Ctt^UB 1580 

$ GET k 

CA 147B 7 "l l»l'IMMm<f!l "i : GET K:IF K ~ T 
S THEN GOB MENU 

IR 14 88 FSCTH, TH3 "CHRf CK3 :7 CH«$Cfc) 
ZC ±498 K-r.ls¥=TE:OPEN ttXl , F , XO , FS : TRAP 1 
518 

FX 1588 INPUT 0K1; LS : R$ CM, VI =L5 : X-X-i- TE : V- 

v + TMLom ISOB 
CP 1518 IF RS="" THEM ? 



Turbo Basic 



"iGOSUB 15881 PAUSE 40 : GOB MENU 
CZ 1528 TRAP BHEMU i OPEN 8X2 , F*F, X8 , "P V " ; X 
=X1 :V-TE 

Jfl 1530 7 BX2;CHRSCTS1 ;CNft$t20) J" 1"JRS<X 
, Y3 ; : H = H + T E ; V-V+TE i IF V J LEN ER$J THEM ? 
BX2:G0B MENU 
RF 1540 GOTO 1538 

5T 1550 CL» :POKE 82 , X2 z GRAPHICS XBiENB 
MG A560 

FT 1578 FOR D=lS TO XO STEP -R.li SOUND KB 

r 52 , 10 , B i NERT A! RETURN 
OK 15BB FOR B-Xl TO X2:S0UND r.l f 28 , K7 , 1 * : 

PAUSE K3: SOUND Kl , KO * KO , KB ; PAUSE K3iNE 

KT fri RETURN 

HP I590 

BJ 1688 PROC LINES 

HH IBIS FOR A=KO TO 54: READ A ! POKE 1536+A 
r D ! ME K T A 

BY 1620 BATA J h , I f» * a8 , 66 , 25 5 , 2 55 , ft , 2 t 8 , 2 , 
8, 2, 8,2, 8, 2, 8,2,0,2,8,2, 0,2, 0,2 

KC 1030 BATA 0,2,8,2,8,2,8,2,8,2,0,2,8,2, 
O, 2,0, 2, 8 # 2, 6,2,8,2,8,2,85,8,5 

ZA 164B ENDPROC 

HF 1658 — 

68 1568 PROC TITLE 

FN 1678 GRAPHICS XS ! EKEC BREAK: POKE 752, X 
1 

DD 16B8 7 ♦««HHHHHHIMHHHHHHHHHHHW 
MHHHHHHM'J? "'J- * I M 

FE 169B ? "+++« SOFTMARE CATALOGUING SYST 
EH ***:? *■■»■*+* 



KY 17B0 ? — 
— *** : ? 

UR 1710 ? "+#** 



By ROBERT DE LETTER 



HE 1720 T 

KL 173S f "+++* 

NK 174S 2 '►##+* 
SFift 
tt" 

UM 1750 2 "it+iHH 



FOR Pflt.E b 



ZZ 1760 PAUSE 145 
ZL 1770 EMBPBOC 
HO 17 SO — 
PF 1790 PROC IMIT 

OR 1868 F=4!TH=12!TS=27! IE=38!DIM F$ CTH1 , 
L5 CTEJ ,IS tTEJ , RS C129203 , T$ 1129281 ,SORT 
$ C328) 

RC 1S10 BIM TLSCTE3 ,UL5tTE3 :FS="Bl SOFTHAR 
E. " : POKE 729,TNiPOKE 738, X3 

CL 1020 TL$-*^^^HSIII^B^B^B^B^HBME9lTi 
[^^BCI^B" :UL$ tXl) ; Ul S ITE> : UL 

$CX21=UL£ 

bf 1 S3B s ort s exi , 753 - "E3B WEBKMD^Bi [J £1^1 h 

US 1848 SORTS £76, 1581 =" «fii ^/ BT?1 f Kgaam >C 
*gtfBBraTEMH 5 iff ■ ■ WMT* 



SA 1858 SORTS C 151, 2291 = , UTC* L Q0*OTIt3U»>SK« 

gRTiTOSBPWKnrJtfdiSWiBIB^g'* 
F8 1868 SORTS £2 26, 3663 —"i 




BO 1070 SORTS £381,3203 =* 

zo 1HBB ENDPROC 

HU 1896 — 

5G I? BO PROC BREAK 

ZC 1916 POKE 16, 64! POKE 53774,64 

ZA ±920 ENDPROC 

UF J.938 
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Feature 



8-BITS, ST'S AND 
STEAMROLLERS 



There is always some controversy regarding the relative 
merits of the B-bit and ST, and user groups can spend 
much time debating ihis lopir. 1 would like to lake this 
opportunity to expound on the computer I use and why it is far 
superior to the ST. You got it, I manufacture these insightful, 
intelligent and thought -provoking articles on an 8-bit 
My 130XE is so obviously preeminent that 1 wonder why 1 
bother to spend the time chronicling It. I could be delving into 
something important, like why I always vote for the best 
candidate, only to watch him/her become an excelling incom- 
petent when elected. 1 have no chauvinistic feelings here. 
Women have proven themselves to be as ignorant, biased and 
opportunistic as men when the trough beckons. 

h, well, Back to the subject at hand. The main reason 
| I the 8 -bit is superior is price, After all, being cheap Is 

the number one reason given for buying an Atari The 
8-bit today can be picked up for anywhere from 20 to 75 
dollars used. Don't go looking for a new one: Atari quit manu- 
facturing them when it appeared they mtghl become wildly 
successful. Compare this price to a 1040 STe and you will be 
forced to admit defeat before 1 go any further. 

8-bn software is easier to use. This is because any time there 
is an increase in memory-, some idiot programmer will fill It up, 
This is the main reason you want to avoid at all costs an IBM 
4Hfi. With that much memory, your word processor will do an 
untold number of things yon will never have occasion to use. 
But yon 1 ] I have to learn it simply because it's there. This Is the 
same line of reasoning given by other idiots for why they climb 
mountains. At least you won't get a frostbitten nose trying to 
conquer a piece of software. And If you lose your grip on your 
computer chair, it isn't 1500 feet straight down to the floor 

The mouse is another good reason to avoid an ST. It used to 
be when you had a Model T Ford that any repairs could be 
accomplished in your own backyard. Try doing this on yum 
computerized BMW that cost $60,000 and has lurbocharging. 
fuel injection and a compact disc player. Adding mice to 
computers just gives one more thing to go wrong And it will. 
But not on my XE, 

The ©-bit has a smaller footprint (square inches of desk 
space It occupies) than an ST. This allows you to put 
important things like a six-pack of beer on those bare 
areas of desk for the times you are so angry you wish you had 
never heard of the word "computer'. This happens to me more 
often than I am willing to admit. One of these days I will be 
able to afford my dream car, a 57 T-Blrd with a supercharged 



by Gordon F. Hooper 



427 in it. Then, my life's objective realized, I will leave two 
strips of rubber fifty- one and a half feet long by eighteen 
Inches wide before running over whatever computer I happen 
to be using at that point in time 

The single-sided drives of the 8-blt also have an intrinsic 
advantage over the double-sided ST drives. Because you get 
aerobic exercise flipping disks, you don't run the risk of be- 
coming a complete computer nerd, 

To connect a printer to the H-bn requires an interface rather 
than a simple Centronics connection cable required to wire it 
to an ST. This fact causes the 8-hit owner to exercise his 
Intelligence trying to coordinate DIP switches on the Interface. 
The ST owner, meanwhile, mindlessly connects the Centronics 
cable between the computer and printer and then has to spend 
two and a half days trying to think of something intelligent 
enough to dump out to the printer. In that length of time, the 
8-bit owner normally has had enough lime to reason out how 
to set the DIP switches. If he hasn't figured It out by then, it is 
considered a wise Idea to get the steamroller keys out of his 
sight. 

The 8-bil s 5 I (A inch disks are vastly superior to the 
STs 3 1/ 2 Inch versions because the smaller an Item 
is, the easier it is to lose. If I have a deadline coming up 
in 10 minutes. 1 want to be looking for the biggest disk 
possible, it's too bad the H inch disk is no longer available 
because I will lose anything not stapled to my body, Compare 
it to losing your pin and my crowbar in a shag rug. I'll find my 
crowbar and be committing B and E s long before you even 
realize the only way to find your pin is to walk barefoot 
through the rug until an excessive amount of pain causes you 
to indulge In words your molher never taught you. 

I was going to end this article here after having given you 
l he irrefutable evidence of the superiority of the H-bit 
compared to the ST. However, to be fair about It. I leel I 
have an in herein duty to present the other side of the story. 
AfLer due consideration, the only advantage I can see to the 
ST is that It is heavier. This Is a distinct advantage when 
killing rats in your basement, but 1 11 leave It to the ST owners 
to fill us in on any other supposed benefits • 
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Review Feature 




ZONG was created in 1989 by Ke-Sofi. It's a printed 
magazine for German Atari 8-bit users and is accompanied by 
a disk containing various software. I described the May 1992 
edition in a previous article but could not really recommend 11 
to English readers since, like me, they would probably not 
understand the content! However, following discussions with 
Micro-Discount. Ke-SofTs proprietor Kemal Ezcan decided to 
produce a limited print run of an English language Zong. This 
was first offered at the All Micro Show in Stafford last Novem- 
ber, and Is still available from Micro Discount - while stocks 
lasi 

The magazine comprises twenty -four A4 pages, and a double 
sided disk attached Lo I he inside front cover. The first five 
pages are mainly devoted to reviews of Ke-Sofi games such as 
Bomb, The Brundles and Donald. A couple of golden oldies - 
Final Legacy and Slar Raiders II - are also described (both can 
be purchased from Ke-Sofi). The next section suggests handy 
cheats for eighteen different games, including Artefakt Przod- 
kow. To use some of the cheats you need a 'freezer' program 
that lets you change the memory contents of a running game, 
while others require a sector editor to modify specified bytes. 
For adventurers, maps of Alternate Reality - The City* Zork II 
and Blade of Blackpoote are provided and elsewhere some new 
public domain disks are reviewed, A 'workshop' section discus- 
ses different sorting algorithms with several examples and 
there is a lengthy tutorial on games programming m Turbo 
Basic. There are more programming problems solved in the 
remainder of the workshop section, which features a simple 
video-title program and an illustration of BIG text. The closing 
pages detail the contents of the attached disk. 



Paul Rixon tries to Jlnd 
what else there is to read 
about the Classic and 
comes up with two other 
magazines for you 




On side A the disk presents seven programs. Berg Shooting Is 
a simple hit -the- target' game and Castles of Confusion is a 
neat arcade adventure, the object being to collect treasures 
and find your way to an exit. Invention No. 13 is a musical 
masterpiece by none other than Mr Bach (an Atari addict loo?). 
In Zauber Wald II you become a daring Wizard who needs to 
retrieve a hidden treasure and avoid a monster at the same 
time. Mouse is a shdlng-lkle hased puzzle m which you have to 
form a path for the advancing mouse, to help him reach the 
cheese. Sabotage is another shoot -em up, this time set in the 
headquarters of Dr Bamuse. whilst Sulcidcr should be a min- 
ing expedition - but all I encountered was a Basic run-lime 
error! On side B you will find a commercial product from 
Ke-5oft, though 1 won't name It since the title Isn't exactly 
tactfully worded! Suffice to say you may utter something simi- 
lar during play. 

If you'll excuse the odd dud game [or tWO), Zong is well worth 
an investment, The written content centres largely on Ke-Soft 
products, but includes such highlights as the game writing 
tutorial. The availability of future English Zongs will ultimately 
depend on your response to this first edition. Why not try one? 
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A.N.G. ROM CARTRIDGES 



These ROM cartridges will be available at these prices for the 
following two months. See our catalogue for more titles! 



Assembler Editor 


£M 00 


Missile Command 


C4.U0 


Ace o'f Aces 


£7.00 


Moon Patrol 


C4.00 


Crystal Castles- 


£7-00 


Pole Position 


£3.00 


Caverns of Mars 


£4.00 


Rescue on Fractal us 


£5.00 


Desert Falcon 


£5.00 


RobOtron £048 


£4,00 


QATO 


£7.00 


Super Breakout 


£3.0O 


Hardball 


£5.00 


US Football 


£5.00 


loderunner 


£6.00 


Video Easel 


£3-00 


DONKEY KONG 


GAME KIT (INCL. 2 joysticks} 


£9.00 



A.N.G. DISKETTE SOFTWARE 



AN tittes available at ANG for £5.00 per disk! 

Adax, AxiEcx. Bang! Bank!*, Battle Ships, Chaos Music Composer, Dark 
Abyss*, Darkness Hour. DeJmos\ Fred+Misja. Guard, Hans Kloss, 
Humanoid*, Hydraulik. Imaging, Inside. Kult. Magia Krystalu. Microx, 
Miecze Vaidgira, Midnight*, Mines, Monstrum, Neron, Operation Blood, 
Saper. Saper Constructor, Soundtracker Player*, SOS Saturn. Special 
Forces. The Greatest Hits (FM Software}*, Thinker*, Thinx. Whoops 2 
* nfsu avattabte from Micro Discount, cur UK distributor! 



A.N.G. CASSETTE SOFTWARE 



Now available at ANG Software for £4.50 per cassette! 

Bang? Bank?, Dark Abyss?, Deimos, Drop It, Eureka, 
Gold hunter. Guard, Imagine, Microx, Monstrum, SOS Saturn 



MEGAMAGAZINE* 



Issue 1-6 £2.50 each or £12.50 for the set excl. p&p 
Issue 7 (2 disks!) is out now! excl. p&p £3.00 
* also available from Micro Discount,, our UK distributor! 



ORDER FORM 



Please make a copy of this page and send this form to: 
A NEW GENERATION SOFTWARE 
BIDDER KERKSESTRAAT SO 
3114 RK SCHIEDAM, NETHERLANDS 

tel/fax +31 -(0)10 4 27 17 32 
(From UK dial 010 31 10 4271732) 

I want to order the following Items: 

□ ANG Catalogue with FREE game! £ free 

□ Info about the best of POKEY E free 



Ll Megamagazine 1 - 6 


£ 


O Megamaztne 7 


£ 


n 




n 




o 


£ 


n 


£ 


n 


£ 


n 


£ 


Subtotal 1 


£ 


Orders over ESQ. 00 less 10% discount 


- £ 


Subtotal 2 (if applicable) 




Post & Package 


+ £ 


Total amount 


£ 



PAYMENT 



Please send cash, Eurocheques or (MOs. 
Eurocheques only accepted in Dutch Guilders (£1.00 = t3 00) 
Cash in US Dollars (£1.00 = $1.50} 



READ ALL ABOUT IT continued 



THE ATARI 8-BIT NEWS-PAPER has 

taken the place of a previously published disk-mag. Remem- 
ber the News -Disk? Dean Garraghty's regular disk- based 
magazine lias now migrated to paper format, and has accord- 
ingly been renamed THE ATARI 8 -BIT NEWS -PAPER la de- 
scriptive title, albeit not too snappy 1)- Its construction takes 
the form of an A5 booklet, with a card cover and around 
twenty pages of fairly small print. The standard spiel on the 
contents page informs us that readers' sub missions are en- 
couraged (in fact, essential] and rewarded by free PD disks 
from Ihe DGS library. 
Issue one kicks off with a gaming column, covering reviews of 
Tiger Developments' releases Kult and Miecze Valdgtra. There 
follows an in-depth review of ihe Panasonic KX-P1 123 printer, 
which appears to be a good choice for anyone seeking a budget 
priced I but high quality) dot matrix. There is an article describ- 
ing the procedure for adding a write pro ted switch lo your 
1050 disk drive (at your own risk?) and a keen Atarian justifies 
his loyalty to the KJ0XE, In the final two pages, the history of 
computers is discussed from the Fascallne mechanical calcu- 
lator of lf>42 to the launch of the 6502 chip, as Implemented 
In your favourite micro (but nothing worth mentioning has 
happened since then!). 

The second issue begins with a very detailed report, by sever- 
al authors, of the seventh All Micro Show. The gaming column 
continues with a look at the Brandies, Ke-Soit's brilliant Lem- 



mings clone (but watch out for more versions coming soon?]. 
Gaming fanatics are also treated to a round-up of Telris c lones 
in both the commercial world and public domain. If you have 
purchased QUICK - the powerful new programming language 
from Germany - you'll be delighted lo find the first instalment 
of a Quick tutorial series. In the hardware section, the answer 
to 1050 disk drive noise problems is revealed ■ all you need is 
foam and WD4Q! ANGs stereo upgrade module, available from 
Gralin and Micro discount, is reviewed In fa% r ourable terms and 
finally Ihere is a review of PD software, all available from DGS. 

If you like to read about Atari matters and want to help 
sustain support for your machine, you should certainly con- 
sider subscribing to the Atari 8- bit News -Paper. The biggest 
advantage is that, unlike a disk-based magazine, you can 
sample this one over breakfast! 



USEFUL INFO 

ZONG is published by Ke-Sojt of Germany but the 
English edttton is distributed by Micro -Discount , 265 Cheater 
Road. Streetiy, Sutton Cokffietd, West Midlands, B74 3EA. 
Tile price ts £4 inclusive, 

THE ATARI 8-BIT NEWS-PAPER 

Is published by DGS who are located at G2 Thomson Ave- 
nue. Balby. Doncaster, DN4 0NU. A Jour-Issue subscription 
costs £ti. 
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XL/XE Trouble Shooting 





Steve Hooper has a few 
ideas for problem tapes 
that anyone can try. If 
you have problems with 
tapes, try these ideas be- 
fore binning them or 
sending them back to 
where they came from 



Anyone who has ever owned a cassette data recorder 
land who hasn't?) will, no doubt, have experienced 
problems at some time or another with this temper- 
amental piece of hardware. Although arguably 95% reliable, 
your recorder can. sometimes, stoop to the same efficiency 
level as an XC 10 Joystick after a light grilling with Warhawk. 
The cassette recorder forces you to think ahead. You have to 
adapt some of your life to It. You have to take into account its 
capabilities as a peripheral. You have to make decisions. You 
have to Hunk "1 want lo play CVauntlel shortly (in an hour /'not 
at all), so if I start the load procedure now (8 hours ago / never}, 
the probability of it actually loading will be 5% (75%/0%), after 
I have had three pints of tea and watched the worst hits of 
Eldorado/ 

Even thought the Compact Cassette can be. at its best, 
extremely reliable (surely healing <he floppy disk hands down 
as a reliable recording medium], we still end up with LOAD 
ERRORS occasionally. The error isn't exactly reported in Lhe 
most graphic detail possible when booting games from col- 
dslarl - a LOAD ERROR is flagged to the unsuspecting user H 
and the tape stops (if you're lucky). I'm not on my soap box. 
but why can't an error number be displayed? Sometimes the 
problem is about as obvious as why Atari decided to stop 
manufacturing anything and everything associated with the 
combined words Atari' and eight-bit', Unfortunately, the re- 
corder Is not very helpful at giving excuses, whereas Atari 
Corp. illK) are really rather good at giving excuses ... er. 1 
mean, reasons. 

What do you do. then, should you be unfortunate enough lo 
encounter a LOAD ERROR? 



BLAME THE CASSETTE 

If your new piece of software doesn't load first time but old 
favourites do, the Finger of Suspicion must surely point to the 
actual cassette itself or, specifically, the physical tape held 
within it. The recorder can't be expected to read data from a 
tacky cassette! 

The tape inside the cassette can become too tightly wound on 
the spool with the result that, when you attempt to load the 
program, the tape moves too slowly across the read head, or 
fluctuates in speed (this is technically known as Wow and 
Fluller). II lhe lapc is lightly wound, the r em order's r Ma lively 
fragile motor struggles to play the tape at the near constant 
speed that the Operating System requires for correct data 
transfer to the computer, resulting In a LOAD ERROR The 
O.S. is quite clever in this respect, because It works out the 
speed of data transfer (the Baud) at the start of each record 
using marker characters on the tape. The input rate is 
assumed to be a nominal 600 baud (600 bits of data per 
second}, but is adjusted by the O.S. to account for drive motor 
variations (that is, different speeds) and stretched tape. 
Theoretically, baud rates in the range 318 to 1407 hand could 
be handled but, on a practical level, this is probably not the 
case. The trouble is, if a significant speed change occurs in the 
middle of a record, it is unlikely that the Operating System 
could compensate and you would be on the receiving end of a 
load error! In particular, poor quality cassettes can also cause 
load errors if the tape snags against the inside of the cassette 
shell or on the guide wheels. For this reason avoid cheap and 
nasty '20p market stall' cassettes for your own recordings if 
possible and write to your MP if you find that commercial 
offerings are not up to scratch (see what kind of response you 
get!}. 



WHAT CAN YOU DO? 

I have explained the main problem with cassettes, but what 
can you do about it? 

If the cassette is tightly wound then try repealedly forward 
winding the tape on the spools. Check the results by winding 
one of the spools in lhe correct direction using a pencil - if it 
seems difficult to turn try this idea a few more times, After- 
wards, not only will you be very fed-up. bm you might also 
have a cassette which will now load first time, and on subse- 
quent occasions. Note that this method is more useful for long 
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tapes, as they tend to get more tightly wound. 
Do this with all blank cassettes and new 
software you buy as well, because when a 
tape leaves the factory, the spools might be 
parked too loosely or too tightly, Repacking, 
using the method described, evens the tapes 
out and makes for better tape alignment and 
loading or recordings. 




GIVE IT A CLOUT! 

So h what else can you do? Hit the cassette against a table a 
couple of times! Although this sounds ridiculous, by doing this 
you will feel much better (unless you have a hangover). You 
will probably also find that the tape sits 1 properly inside the 
cassette shell, reducing the likelihood of the tape snagging. 
Don't be too enthusiastic, otherwise you may find that the 
cassette will have dissociated Itself into many differently 
shaped pieces which cannot be reassembled. 

A permanent solution to these problems is to make a backup 
copy of ail software that you use regularly (as I" sure many 
readers do). Many older games (1 say games because there Is 
little serious software available to cassette users - no Super- 
script, News Station, Page Marshal, News Room, Print Shop 
etc ) are impossible to replace new. 

Blank cassettes are usually well made and, If a good copy is 
produced, your program will load perfectly many times over, 
which has got to be good news for your sanity! Two or three 15 
minute plus loaders can be fitted on one side of a D90. Of 
course, if commercial tapes were a bit more reliable, you 
probably wouldn't need to copy them to make them load in the 
first place. 

I recall having to move tape from an original cassette shell to 
one belonging to a blank cassette. Just to get a game to load 
(there's that word agalnl). The game way Loco (by AlligataJ and 
had been stored by a friend in his loft for many years, after his 
800XL gave up the ghost and kept dlvttig into Self- Test, The 
cassette had got a bit damp and buckled but, fortunately. It 
was held together by screws as opposed to being of the moul- 
ded type. The transplant was effective. If you buy (or inherit?! 
any software like this, why not give this idea a try? As a last 
resort though. Just remember to rewind the tape to the begin- 
ning and only handle the plastic tape leader. Lift the two 
spools off the opened, flat shell and carefully place them Into 
the new shell. Make sure the leader Is directed around the 
guide wheels and through the plastic runners, otherwise the 
tape could get damaged and tangled. Then simply screw on the 



other half of the new cassette shell, fairly loosely but so that 
the spools don't fall out of place (why does it sound so sim- 
ple?!. You will have to repack the spools which is the reason 
for not tightening the shell tightly, otherwise the tape might gel 
jammed. When you are satisfied everything is working as it 
should and Is visibly okay, tighten the screws. 



COULD IT BE YOU? 

Other points to consider include checking that you are follow- 
ing the loading Instructions properly (then who doesn't?]. Does 
the OPTION key really need to be held down as well? Some 
games would have you believe they need hJAStC to run, when 
they don 1 !. Correct me If 1 am wrong, but I think some of the 
Mastertronic range suffer from incorrecl printed loading in- 
structions. Certainly. Crystal Raider and L A. Swat are two 
examples which require both START and OITIOJSI to [ami. 

Always wind the tape off the leader to the start of the con- 
tinuous tone - the computer doesn't then get confused with 
random garbage noises that come before. 

Get to know the Noisy I/O feature. This Is provided so that 
the success of reading the tape can be determined - this is 
really only available with CLOAD, We've all heard those weird 
noises through the TV loudspeaker before (and we ve turned 
the volume down before the neighbours start complaining, ehf 
■ echoes of the 65XE Using Manual coming in there, sorry). 



LET'S BLAME THE RECORDER 

So what of the recorder itself? Keeping the erase and read 
heads clean of magnetic particles is a necessary entry on the 
must do after 20 hours use 1 list. Large amounts of magnetic 
particles left on the heads can scrape away the tape on other 
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BACK ISSUES 



The/oUotuing back issues of 
NEW ATARI USER are still available 



Issue 33 
Issue 34 
Issue 36 
Issue 37 
Issue 38 
Issue 39 
Issue 40 
Issue 41 
Issue 42 
Issue 43 
Issue 44 



Issue 45 
Issue 46 
Issue 47 
Issue 48 
Issue 49 
Issue 50 
Issue 51 
tssue 52 
Issue 53 
Issue 54 
Issue 55 



Issue 56 
Issue 57 
Issue 58 
Issue 59 
Issue 60 
Issue 61 
Issue 62 
Issue 63 
Issue 64 
Issue 65 
Issue 66 



DISKS ARE AVAILABLE 
FROM ISSUE 14 ONWARDS 

BACK ISSUES art £2.00 each In the UK [inc. post & packing], 
£2,50 for Europe or surface mail elsewhere and £3,50 
for Air Mail outside Europe, Prices include postage 
ISSUE DESKS are for any 48k or 64k 8 bit Atari 

Each disk Is £2.95. Postage FREE io U.K. 
Overseas add £1 per order {any Dumber of disks] 
Check latest leaflets/or any special offers 

Send your order to 
PAGE 6, P,0, BOX 54, STAFFORD, ST16 1DR, ENGLAND 
ACCESS and VISA accepted, Telephone 0785 213928 



cassettes with I he result that, in extreme circumstances, bils 
of data can be lost. You'd be forgiven for wondering what this 
is all about, as this subject isn't even mentioned, for example, 
In i he XC 12 owner's manual. Head cleaning is not a luxury - 
it's certainly not expensive. Ear cleaning sticks are available 
from \niir lucnl chemist, as is isopropanol alcohol - a cleaning 
solution. Cassette retailers probably sell the all-in-one kits 
from AlLsop and ON (at a price these handle the cleaning 
process automatically!. You will, of course, need to clean all 
parts of the mechanism in contact with the tape - this includes 
the pinch roller and capstan as well, Press PLAY on the 
recorder, type POKE 54018.52 and press RETURN to fie I the 
roller and capstan spinning so that they ran be cleaned easily. 
Press RESET when you have finished. 



USE ANOTHER RECORDER? 

If you are absolutely fed up with your recorder, there's no 
reason why you could not use an external tape recorder or 
deck lo make better, more reliable, recordings at least. You' 
still have to use your AlarL recorder for loading purposes as the 
interface Is required for this process. If you have a tape 
recorder for tape deckl with standard phono line-in sockets, 
details of how lo make the appropriate connecting lead and 
other valuable info can be found in John S Davison's Sound 
Recording article on pages 34 and 35 oflssue 34 of Page 
6/NAU. 

On the subject of cables, if you are continually getting load 
errors, check that the serial cable is pushed home correctly 
and that all metal lugs In the serial cable connector are clean 
of corrosion and locked Into position correctly. If one or more 
lugs are corroded, it Is useful 1o remove ihem for cleaning 
pur poses. The lo^s ;jm made of springy metal and < an he 
removed with the plastic triangle' cover off. By pressing on the 
notch on the top of a lug with ihe end of a small screwdriver, 
the lug ran be unlocked and removed, It will relock when 
pushed back into position from the other direction. 



NOT THE TRACKING! 

I should mention tracking (Azimuth). The tracking screw 
allows minor adjustments to the position of the read head so 
that information is read at an optimum from the tape, the 
optimum position for the read head being perpend Icular to the 
tape path. Tracking affects the clarity of signals being read off 
the tape, however, small variations in correct tracking do -not 
matter when reading just two different signal frequencies 
(5327 Hz for a 1-bit and 3995 Hz for a 0-blt with the Atari 
system), however if the tracking is way off line then load errors 
may occur. Ideal tracking becomes Important when using 
Kambil Turboload tapes, where there Is little room for error 
during the fast data transfer. Beware, though, because any 
recordings made with the tracking in its original position may 
fail lo load after the narking has been re-aligned, particularly 
if it was far offline in the first place. Having said that, I haven't 
experienced any problems with this- 

If you think Ihe tracking in your recorder may need altering, 
and aren't sure how you should go about it, here's how! Alter it 
at your own risk! 

Firstly, you will require a small Philips type screwdriver. Type 
POKE 54018.52 to turn on the casselie motor and open the 




A - ERASE HEAD D - PINCH ROLLER 

B - READ/RECORD HEAD E - TRACKING ADJUST 
C - CAPSTAN SCREW 



Figure 1 

View of tape mechanism with play depressed 



I/O audio channel. Listen to a cassette with data on it or. 
alternatively, an old music cassette which you wouldn't dare 
listen to in public any more. EJECT the tape and press PLAY 
once more. Fractionally lurn the adjust screw in one direction 
(the adjust screw is directly below the notch In the case, lo the 
left of the read head). Listen to the tape again. If the sound has 
become more dull, turn the screw in the opposite direction and 
listen again. As yon make these fine adjustments. ;i point 
should be reached where the sound is at Its brightest and 
cleanest to the human ear. The tracking is now set properly. 

That's It - some ideas which may go some way to ensuring 
your cassette recorder behaves itself, ff you have a spot of 
bother, try them (the spot will clear up immediately!. 
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Here is our unique TYPO 3 program which we recommend that all 
readers use when lyping in programs. This utility will ensure that 
each line you type in is correct as you type it in. No more worries 
about which lines you may have typed In wrongly when a program 
wont run. This version is fully reset proof so lhat it will remain in 
memory at an times. 



WHY USE TYPO? 



Tho program listings in NEW ATARI USER are prepared carefully to 
ensure that they can be typed in as easily as possible. Before typing 
any listings ensure that you are familiar with the use of the Shiffl and 
CONTROL and INVERSE keys as outlined In your computer manual. 
The listings are prepared to match exactly what you seen on screen, 
By using TYPO 3 you can ensure that you type in the programs 
EXACTLY as they are printed. Remember, a single typing mistake 
may mean that a program will not run. 



WHAT ARE THOSE CODES? 

Each line of a program printed in NEW ATARI USER begins with a 
Special two letter code. THESE SHOULD NOT BE TYPED IN. They are 
compared *Hlh a similar code produced by the TYPO program for you 
to check whether you have typed the line in correctly. IF YOU HAVE 
NOT ALREADY TYPED IN THE TYPO 3 LISTING. PLEASE DO SO 
NOW. The program can be used as you type in each line of a program 
Or- to check an already typed program. The code for each line should 
match but If you have problems check the CONTROL characters 
Shown in your manual, as the most cqmmgn mistake is using a 
CONTROL character incorrectly. TYPO 3 cannot check whether a line 
has been missed, so if the TYPO codes match and you still have 
problems In running a listing count ihe lines in the program and 
ensure that none are missing. If the TYPO codes match, there are no 
missing lines and the program still does not run. LIST it lo cassette or 
disk using LIST n C: H or LIST "D:filename', switch off the computer, 
TE-boot and then ENTER the program using ENTER "C: - or ENTER 
"D filename ". Save this version in the normal way. 



HOW TO USE TYPO 3 



1. Type in ihe listing carefully for, although you can use TYPO to 
check itself (see 6 below), II may not work II you have made 
mistakes, 

2. SAVE or CSAVE a copy of the program, 

3- Each time you want to type in a program I i sling run TYPO 3 first- 
The program will install a machine code routine in memory and 
then delete itself. Now type in a line as shown in tho magazine, 
excluding the first two letter code, and press return. 

4. A two letter code will appear at the top left of your screen If this 
code matches the one in ihe magazine, carry on and type the 
next line. Note, the code will not match if you use abbreviations. 
If you prefer to use abbre vial ions, list the line you have just 
typed, move the cursor to thai line and press RETURN. The code 
should now match. 

5. If the code does not match, use the editing keys to correct the 
line and press RETURN again. Repeat if necessary until the 
codes match. 

6. To check a line that you have already typed, LIST the line, place 
the cursor on that line and press RETURN. 

7. When you have finished a listing, just SAVE or CSAVE it In ihe 
normal way. 

You can type in a program without using TYPO 3 and then check it 
by SAVEing or CSAVEing a copy of the program, running TYPO 3 and 
then LOADIng or CLOADing your program and proceeding as in step 
6 above. 

Always SAVE or CSAVE a program before running it and always use 
TYPO 3 before telling us that a program will not run. 



HOW TO TYPE IN THE LISTINGS 

AND GET THEM RIGHT FIRST TIME! 

OUR UNIQUE LINE BY LINE CHECKER 
WORKS ON ALL ATARI XL/XE 
and earlier 8-bit machines 



BH 10 REM TYPO XTX by 6 let Benson June U 
os 

DE 20 REM A proofreader for ANTIC and PAG 
E E 

5C ±00 GRAPHICS ft 

HE HO FOR 1=1536 TO 1771 : READ fllCK CK'fl; 

POKE x,a:neht T 
C6 120 IF CKO30765 THE* ? "Error- in OATA 

state- Ments - Check Typing" i END 
YH ISO A=rU5NC1536) 

Uf 14* ? ;? "TVPd *XT is up and running"; 
HEH 

Mfi ihhh DATA 104, 1*9 ,0,185,?*, 3, 2*1 ,69 
HG ISIO DATA 240 , 8 , 20O, 200 , 2BI . 192 , 36 208 
00 1828 DATA 2*2,96,288,161.79,153,26,3 
RK 1030 DATA 2 80,169,6,153,26,3,162,0 
RR 1B4B DATA 109, G t 228, 1S7, 79 , 6, 232 , 224 
TO 1858 DATA 15 , 20O , 245 , 1 6? , ?3 , 14 1 , 83 , 6 
KC 1888 DATA 16? , 6 , 14 1 , 04 , 6 , 173 , 4 F Z20 
Elf 1078 DATA 185, 8, 141 ,95,6,173,5, 220 
BK 1088 DATA 10*, 9 P 141, 98, 6, 169, B * 162 
KK 1898 DATA 3 , 149 , 283 , 20Z , 16 , 251 , 9* , O 
Zft llOO DATA 8, Q, 0,8,0,0,8,0 
LD lllO DATA 8,0,8,8,0,0,32,94 
JM 1128 DATA 6,8,72,201,155,240,55,230 
TW 1130 DATA 203 , 133 , 289 , 138 , 72 , 16 9 , 0 , 133 
TH 1148 DATA 200,162,8,10,38,208,6,289 
MF 11*0 DATA 144 ,7,24, 1B1 , 203 , 144, 2, 230 
RL 1168 DATA 208 , 202 , 208 F 239 , 133 , 207 , 24 , 1 
65 

TH 1170 data 204,101,207,133,204,165,285, 

IB! 

AH 11SO DATA 288,133,205,165.286,186,8,13 

3 

Ktf 1190 DATA 286,104, 178, 184,48,76,138,72 

Nil 1280 DATA 1*2 , 72 , 162 , 8 , 1 34 , 2B 7 , 134 , Z88 

GF 1Z18 DATA 160*24,6,204,30,285,38,286 

EA 1Z28 DATA 30 , 207 , 38 , 2 88 , 56 , 165 , 287 , 233 

TH 1230 DATA 1G4 , 170 , 1*S , 208 , 233 , 2 , 1*4 , 4 

SK 1240 DATA 134,207,133,200,136,208,227, 
162 

CO 1250 DATA 8 , 165 , 287 , 133 , 284 , 3 t.!. , 7 (tft , H 

KW 12*0 DATA 204,42,201,28,144,4,233,26 

MB 1770 DATA 230,204, 202,20b, 242, 133,285, 
1*9 

BC 12B0 OATA 128, 14*, BB, 208, 192, 48, 288, 24 
9 

UU 1298 DATA 1 65 , Z84 , 185 , 168 , 158 , 3 , 145 , 80 

OA 1380 OATA 165,205,24,105,161,288,145,8 
8 

HQ 1310 DATA 32, &9, 6, 104 , 168, 75, 153, 6 



TYPO 3 READY TO RUN 



II yQu prefer not t& type in the listing above. yOu can Obtain a copy 
of TYPO 3 ready to run on cassette or disk for just C 1 -SO including 
postage. Send a cheque or poslal order, or quote- your Access or 
Visa number, to the usual address. Be sure to stale whether you 
want the disk Or cassette version. TYPO 3 I* available from PAGE 
6. P.O. Box 54, Stafford, ST16 1DR. Telephone orders for payment 
by credit card accepted on 07&5 213928, 
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XL/XE software 



JUNGLE HUNT 



How many of you wish that they 
had a simple game that they 
could actually get near to com- 
pleting? Whether for your own ageing 
reactions or a young child's play, JUNG- 
LE HUNT could be the game you're look- 
ing for. 

Savage cannibals have kidnapped your 
darling, and you must rescue her before 
they turn her into their latest lake away 
meal. Swinging from rope to rope and 
braving the underwater depths, you 
must rescue her before their cooking pot 
is ready for the final ingredient. Fail, and 
(hey may well have taht exlra ingredient 
for supper. 

So goes ihe story of this game that was 
actually copyrighted in 1987. 1 remember 
first playing it on my ATARI 2600 (about 
6 years ago}, and when I saw that Micro 
Discount had it in stock for rny XL/XE. 1 
had Lo gel another copy. The action 
starts off in a Jungle where all you see in 
front of you is a vine that you feel you 
just have" lo jump lo. Pressing the fire 
bin ton will make you do this and you will 



l hen see another vine, swinging in a dif- 
ferent pattern. This will carry on for 
nhonl mujiher 1 fj- 20 vines when you will 
get to the next level, but don I expect this 
simple sounding task to be easy as a 
small error of Judgement will send you 
crashing down to the jungle below, 

On ihe next level you will find yourself 
swimming through the forest river but 
watch oul as crocodiles are common and 
murky water can push you straight into 
I heir waiting Jaws. If you should find a 
crocodile get Ling too close for comfort, a 
quick stab with your knife should do the 
(rick, but do not rely on this as Ihe suc- 
cess rate isn't very high. You will also 
need to keep an eye on your air gauge 
and come up for air whenever it gets a bit 
low. Should you get past this level, you 
will find yourself running along and 
dodging boulders by either Jumping or 
ducking their bounces. This level Is prob- 
ahiy Ihe hardest as I can usually gel to it 
buL die while trying to gel past it. 

At the final level you will be confronted 
with two of the cannibals who you must 



MARIO BROS 



jump over lo reach your sweetheart. At 
this point you must Jump and grab her at 
the righl lime or fall inlo Ihe cooking pot 
yourself. 

Although this game Is often thought of 
as a game for young children, it has lo be 
said that it Ifi also quite a challenge for 
adults, especially on the harder skill 
levels. Bveil on ihe easiest skill level. 1 
often can t complete the ihird level, 
which shows how challenging il really is. 
AlrighL the graphics are very simple, and 
the sound consists only of little bleepy 
tunes. The game however, is great fun to 
play, and It should be considered a defi- 
nite purchase for anyone with young 
children. 

IJon't expect flashy visuals or sounds if 
you decide to buy this game, bul do ex- 
pect a game that your children will love 
and you will probably find yourself play- 
ing more oflen lhan you would care lo 
admit. 



Title: 
Supplier: 
Format 
Price: 



JUNGLE HUNT 
Micro Discount 
ROM 
£5,00 



Reviewer: Kevin Cooke 



^fc am any of you may have seen the 

la I est Mario games on the Nin- 
• lendo consoles, and some of 

yon may even (sin of sins) own one of 
these consoles yourself. But how many of 
yon know thai the original Mario Bros, 
game is available for the Atari? Probably 
not many of you. the reason being thai it 
h:t.s ihi1\ [fttTtlly upprnivd in I tie [IK 
thanks to Micro Discount. 

In case you don't know (or have Just 
come hack from a decade on Mars!), 
Mario and Luigi are a pair of plumbers 
whose antics are set in a plumbing sys- 
tem. Their task is lo kill Ihe various nas- 
ties lhal are preventing them from taking 
a bath (what 1 want to know is where 
llu-y tin end taking in. 

These creatures can only he disposed of 
by Jumping up and I humping Ihe ground 
directly beneath I hem. and then giving 
them a good kick lo knock them out of 
the plumbing. Some of the later nasties 
may require more than one thump before 
they can be killed though, and as tlie 
levels gel higher, you can bet that you'll 



he Introduced to more and more nasties. 
The easiest lo kill are the SHELLCREEP- 
ERS who only require one thump, but 
the more difficult FIGHTERFLYS will hop 
around making it more difficult to hit 
them. Another nasty lo watch oul for is 
the fireball who may spin about the level 
to hinder your progress even more. 
One helpful feature is the "pow" block 
that you can hit. which will act as if you 
had Just given all of the nasties on the 
floor a punch. This can only be used 
three limes though, so use it wisely, After 
completing every few levels, you are given 
a chance to collect all of the coins on ihe 
screen before the timer at the top runs 
out. Completing this will give you a nice 
little bonus before putting you onto (he 
next level. 

Alright, so ihe game's ideas are a little 
weird, but what is the actual game play 
Like? Well, the graphics feel Just slightly 
disappointing at first, but this isn't quite 
so noticeable as you get into the game. 
The sound Is also a little basic (a cule 
tune on the games litle screen and 



various other small sound effects in the 
game), but the gameplay makes up for 
this as It is pretty addictive, even if your 
character's speed is a bit frustrating. The 
two player oplion also makes the game 
better as It Is a true two player game (i.e. 
you both play on ihe same playfield al 
once |, 

The main question of a game has to be 
would I buy it again?". Well, it is a lillle 
expensive, but there again It is on ROM 
cartridge, so will load straight away with- 
out any problems. 1 probably would get it 
again, even if only lo play a proper two 
player game. If you do buy it you can be 
sure of a challenging game, and some- 
thing lo come back lo again and again. 

Title: MARIO BROS. 
Publisher; Atari Corp. 
Supplier; Micro Discount 
Format: £10,00 
Price: ROM 
Reviewer: Kevin Cooke 
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MICRO DISCOUNT 

265 Chester Road, Streetly. West Midlands. B74 3EA. England 
Tel: 021-353-5730 or FAX: 021-352-1660 



DJSK SOFTWARE 



ARTEFACT 
BANG BANK 

BLiNKYS SCARY SCHOOL 




*NINJA COMMANDO 




1-9$ 


OPERATION BLOOD 






"Joystick or L ightpu n ' 






* PHANTOM 


f 


1.95 


* SIDEWINDER 


£ 1 ,95 


* SPEED ACE 


C 


1.95 


SPECIAL FORCES 






'Qptrfttlcri Bl«d 2' 




595 


SOUND TRACKER PLAYEH 


t 


6-95 


TrDCktr MwHt Fil4t 






PKh 1; 1* Rtidy to Pi*y HDi riles 




4.95 


Pack 2 ■ 1 & Ready lo Ptiy UBS Fiitt 


z 


4.95 


Or buy both piCkft Tor 


f: 


8.90 


THE BRUNDLES 






h LsmmiFyga Cbie 


ei 


£.00 


THE CURSE 




6.&S 


ZYBEX "Slew Sound" 


E 


6-95 



BOOKS 

ZONG MAGAZINE 

■'in English witti Drah" t 4.0O 

D O S. £.5 with full 

manual L y.95 



COME MD SEE US AND 
DEMONSTRATIONS OF 
NEW UNRELEASED 
SOFTWARE AT THE 
SPRING ALL MICRO SHOW 



HARDWARE 

ATARI XC12 DATA Recorders £29.00 

New Light GUNS £24 95 

Printer Interface £31.95 

T' SIO connector hit E 9.95 

Write Protect Switch Version 2 £ 7-95 
Rambit High Speed Tape 

Conversion KH £1 3.50 

Pokey Stereo Up-Grade kit £22.50 



P LUS A, FULL RANGE OF SPARES - HIGH SPEED TAPES AND ROM CARTRIDGES 

it you have not yet registered on our DATA-BASE do it now and save 

money, tt only costs £3.60 tor the UK, £6,00 for Europe or £10 
ELSEWHERE in the world vie Air Mail. You then receive every eight 
weeks our 32 page catalogue of new software and hardware phis 
special prices on selected Items e.g. Normal price for CROSSBOW 
ROM £18.50 price to Database members £10 



ATAM 
PCLASSIICS 

FOR THE DEDICATED 8-BIT USER!! 

Covering the 400/800, XL/XE/XEGS 
Published bi-monthly by the user community 
Software-hardware: Reviews, Tutorials, Mods 
Free personal ads for our paid subscribers] 

Subscriptions: U.K./ Europe 

AIRMAIL $38/yr 
Canada Surface $30/yr 
LIS A. 2nd Class $25/yr 
AC Software Disk (3/yr) Worldwide $9/yr 
Remit in US funds only, please 

Editorial Offices: 179 Sproul Road/Rt. 352 

Frazer, PA 19355 U.S.A. 

Ben Poehland, Managing Editor 



DO YOU WANT TO LEARN TO PROGRAM? 



There are very few books still available to help you to loam 
programming on the Atari Classic but you can still buy one of 
the best. Easy Programming for the Atari Micros starts right 
at the beginning with setting up and typing a few simple 
commands and takes you right through to being abie to write 
your own programs. There are several appendices with much 
useful information including a full description of the BASIC 
commands, ail of the Error Codes with hints on how to avoid 
them, and full details of the character set. 
if you work your way through this book you will have a good 
solid base to begin the more advanced techniques which you 
can discover In the many tutorials in Mew Atari User 

EASY PROGRAMMING FOR THE 
ATARI MICROS 

Originally published by Shiva Publishing at £6.95 

OUR PRICE £4,95 plus ei p&p 

Order your copy today from 

PAGE 6, P.O. BOX 54, STAFFORD, ST! 6 1DR Telephone 0785 213928 

ACCESS and VISA accepted 




New Mart User - Issue 67 




jXiJJ THE 



An index to games for which hints, tips, maps or 
solutions have been published in The Tipster col- 
umn from Issue 38 up to Issue 6S 



Software 



Type 



TIPSTER 



Hi there, it's me. No it's not the Tipster but the boss man 
himself. This issue I have decided to give The Tipster a 
rest, and to give you a lit tie time to get some more hints, 
tips, cheats, maps and solutions coming in. Don't worry 
though because there is still a Tipster column, of sorts, 
this issue which may well turn out to be one of the most 
useful columns of all. 
Over the past months several people have asked if we 
have published tips for certain games and, while I was 
sure we had, I couldn't remember where or when. So I 
was struck with the idea of putting together an index for 
The Tipster" s column. I was surprised to discover that 
The Tipster actually began life in Issue 38 - that was 
back in June 1989, nearly four years ago! I was even 
more surprised to discover that, during that time The 
Tipster had published over 320 hints, tips, maps or 
solutions for no less than 224 different games! That's 
absolutely astonishing. Maybe one reasonfor the tips 
drying up in recent months is that we've already covered 
all of the games that most people are likely to come 
across! 

Anyway, here is the promised index. It lists all of the 
games that have been covered and gives some further 
information if maps or complete solutions have been 
given. Of the rest, the hints or tips could range from a 
simple one line tip to a near complete expose, It was an 
impossible task to give more detail in the index. Most of 
the magazines in which these columns appeared are still 
available as back issues so you can order them if your 
collection is incomplete. 



180! 

ACE OF ACES 
ACTION BIKER 
ADVENTURELAND 
AGENT 009 
AIRSTRIKE II 
ALTERNATE REALITY 
ALTERNATE REALITY: THE CITY 
ALTERNATE REALITY: THE DUNGEON 
ARCADE FRUIT MACHINE 
ARC HON 
ARKANOID 
ASTEROIDS 
ATARI ARTIST 
AZTEC 

B.C.'s QUEST FOR TIRES 
BASIL THE GREAT MOUSE DETECTIVE 
BLINKY'S SCARY SCHOOL 
BLINKY'S SCARY SCHOOL 
BLUE MAX 
BOULDERDASH 
BOULDERDASH II 
BOUNTY BOB STRIKES BACK 
BREATH OF THE DRAGON 
BRUCE LEE 
CALIFORNIAN RUN 
CAPT. STICKY S GOLD 
CENTIPEDE 
CHIMERA 
CHOP SUEY 
CITADEL. THE 
CLOAK OF DEATH 
CLOAK OF DEATH 
CO NAN THE BARBARIAN 
COSMIC PIRATE 
C RUMBLE'S CRISIS 
CRYSTAL RAIDER 
CRYSTAL RAIDER 
CYBER NOID 
DALLAS QUEST 
DARK CRYSTAL. THE 
DAWN RAIDER 
DEATH RACE 
DECATHLON 
DEFENDER 
DESERT FALCON 
DESMOND S DUNGEON 
DESPATCH RIDER 
DOMAIN OF THE DEAD 
DONKEY KONG JR. 
DRACONUS 
DRACONUS 

DUNGEON ADVENTURE 
ELECKTRAGLIDE 
ELECTRIC STARFISH 
ENCOUNTER 

ESCAPE TO TARG: MERCENARY I 



Map arid Hints 
Solution 



Issuers) 

56 
41/43 
42 
64 

52 

46/48/60 
61 
43/65 
43/56 
51 
55/62 
43/53 
46/50 



41 
50/51 
45 

Map and Solution 46 
39/48/57 
52 
39 

49/51/53/54 
45 
45 
51 
53 
46 
41 
51/56 
65 
38 
39 
54 
43/47 
41/44 
40/50 
54 
40 
43 
40 
62 
47 
49/65 
46 
52 
56 
54 
50 
40 
39 
46 



Map and Solution 



Hints and Map 
Full Solution 



Map 
Solution 

Map and Solution 



Hints and Map 
Solulion 



50 
66 

39i' 56 
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Software 


Type 


Issue(s) 


ET PHONE HOME 




49 


EXTIRPATOR 




41/51 


F-15 STRIKE EAGLE 




40 


FANTASTIC SOCCER 




61 


rr 1 1 ri 

FEUD 




il 1 

44 


|— ■ LIT" LI 1 LI T 




54 


FLIGHT SIMULATOR II 




38 


FOOTBALL MANAGER 




52 


P"-r"«. a i i 1 p- p% if~ Tl J P" TfcjT" x n 

FOOTBALLER OF THE YEAR 




■ w "pi jm 

57.64 


FRED 




61 


FUSE BOX 




59 


GALACTIC CRESTA 




4& 


GALAXIAN 




53 


GAUNTLET 




40/60/61/65 


i"*f™b* in a nni/\n 

GEM WARRIOR 




65 


QHOSTBUSTERS 




47/65 


GHOSTGHASER 




40 


GHQ5TCHASLR 


Map 


45 


GOONIES, THE 


Solution 


54 


GREEN BERET 




50 


A J HI P* V| HFL ^PA VI |P" 

GUILD OF THIEVES, THE 




56 


GUNFIGHTER 


Map 


47 


GUNFIGHTER 




55 


.— 1. 1 J| M Bin 

G UNLAW 




56 


GUNSLINGER 


Solution 


47 


HACKER 




39/52/56 


HARDBALL 




58 


u n nnu at u a pi/ 
HAHUHA1 MACK 




45 


HAWKUUtb 1 




45/46/65 


HEAD OVER HEELS 




46/50 


1 b p> JL pta Al |p PS 1 JPPI P* 

HEAD OVER HEELS 


Map 


55 


HENRY'S HOUSE 


* 


39/54 


HOT BLOX 




52 


HOT ROD RAIDER 




50 


HOWER BOWER 




48/49 


INDIAN GOLD 


Solution 


59 


INFILTRATOR 


Map and Hints 59 


INGRID S BACK 


Solution 


57 


INTERNATIONAL KARATE 




39/49/57/62 


JET BOOT JACK 




66 


JOE BLADE 


Map 


48 


JOE BLADE 2 


Map 


48 


JOE BLADE 2 




52 


JUNGLE HUNT 




51 


KARETEKA 




47 


KENNY DALGLISH S SOCCER MANAGER 


54/57 


KICK OFF 




51/53/55/57/60 


KING OF THE RING 




55 


KNOCKOUT BOXING 




45 


LA< SWAT 




41 


LANCELOT 


Solution 


52 


LAPIS PHILOSOPHORUM 


Map and Solution 53 


LAS VEGAS CASINO 




36/51/60 


LASER HAWK 




45/52 


UVST V6, THE 


Map 


43 


LEADER BOARD 




40 


LEAGUE CHALLENGE 




39/60/64 


LIVING DAYLIGHTS, THE 




49/50 


LODE RUNNER 




50/53 


LORDS OF TIME 


Solution 


51 


MAD J AX 




49/55 



Software Type Issue(s) 

MAZE WAR 55 

MEDIATOR 38/49/63 

MERCENARY 50 

MIDNIGHT MAGIC 48 

MIG ALLEY ACE 62 

MILK RACE 46 

MINER 2049'er 40/51/53/55 

MIRAX FORCE 39 

MISSILE COMMAND 46/48 

MISSION SHARK Map 58 

MISSION SHARK 61 

MISSION ZIRCON 55/63 

MOLECULE MAN 47/49/56 

MONTEZUMA'S REVENGE Map 57 

MR. DO 59 

MYSTERY FUN HOUSE 53 

NATO COMMANDER 47 

NIWJA Hints and Map 38 

NINJA 49 

OLLIES FOLLIES 47 

ONE MAN AND HIS DROID 49 

ONE ON ONE 63 

OPERA HOUSE 44 

OPERATION BLOOD 54 

ORB OF ZARRAMIER 55 

PANTHER 47 

PAY-OFF, THE Solution 45 

PERISCOPE UP 51 

PHANTOM 39 

PHARAOH'S CURSE 40 

PHAROAH Map and Hints 60 

POLAR PIERRE 53 

POLE POSITION 46/46 

POTHOLE PETE 46 

POWERDOWN 44 

PREPPIE 54 

PRICE OF MAG IK 40/47 

PRICE OF MAG IK Map and Hints 54 

PRO MOUNTAIN BIKE SIMULATOR 53 

PROTECTOR 65 

QUASIMODO 41/56 

QUEST FOR ETERNITY Solution 42 

OUESTPROBE II 53 

RAMPAGE 48/61 

REAL SPORTS TENNIS 53 

REBOUND 48 

RED MOON Hints and Maps 50 

RESCUE ON FRACTULAS 54 

RETURN TO EDEN 53 

RICK HANSON 61 

ROBIN HOOD 80 

ROCKFORD 41/65 

ROGUE 54 

RUFF AND REDDY 50 

RUFF AND REDDY Map 51 

SCAPEGOAT Solution 57 

SCREAMING WINGS 46,60 

SILENT SERVICE 65 

SNOWBALL Solution 61 

SOCCER 65 

SPACE RIDER 65 
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THE TIPSTER BOOK 

Compiling this index has been an amazing insight into the 
depth of material that has been covered hy The Tipster, 
material thai would make a great reference hook. So htm 
about it? Would yon he interested in buying The Tipster's 
Reference Book to Atari Games? (it might not be called that 
of course). To make it viable m would need to he able to 
sell at least KMi copies so hv are asking you to write to us if 
you would be interested in buying a copy. If 20 people write 
in to say they are interested then we will go ahead with the 
ultimate hints and tips book for the Atari Classic. If we 
don 't get that many letters, then Fm afraid that it is a no 

Su- 
it's up to you - do you want it? 





Type 


Isaue(s) 


SPEED ACE 


47/51/65 


SPEED ZONE 




47 


SPELLBOUND 


Mr.jf ) arid Solution 


42 


SPIDERMAN 


Solution 


56 


SPIKY HAROLD 




40 


SPINDIZZY 




52/53 


SPOOKY CASTLE 




51/55 


SPY HUNTER 




49 


SPY VS SPY 




44 


SPY VS SPY 1 




57 


SPY VS SPY II 




57 


SPY VS SPY 111 




57 


STAR RAIDERS 




53 


STAR RAIDERS II 




41 


STAR TREK 




55 


STAR WARS 




47 


STARCROSS 




60 


STARQUAKE 




40 


STAR QUAKE 


Hints and Map 


43 


STORM 


Map 


44 


STRANDED 


Solution 


49 


STRANGE ODYSSEY 


Map and Solution 


55 


STRIP POKER 




43 


SUMMER GAMES 




60 


SUPER SOCCER 




60 


TAGALON 




64 


TAIL OF BETA LYRAE, THE 




64 


TANK COMMANDER 




41 


TAPPER 




61 


TARKUS AND THE CRYSTAL OF FEAR Solution 


63 


TARKUS AMD THE ORBS OF DOOM 


65 


THRUST 




41/56 


TIMESUP 




47 


TOMAHAWK 


53/54/62/66 


TRACK AND FIELD 




53 


TRANSITION 




62 


TRON 




55 


TWILIGHT WORLD 


41/46/61/66 


ULTIMA IV 




60 


UNIVERSAL HERO 




47 


VALLEY, THE 




49 


VOODOO CASTLE 


Map and Solution 


56 


WAR HAWK 




50 


WARRIORS OF HAS 




46 


WEREWOLF 


Map and Hints 


60 


WHIRLINURD 




40 


WINTER OLYMPIAD 




47 


WINTER OLYMPIAD B8 




55 


WINTER WALLY 




41 


WORD MAZE 


Map 


62 


WORLD SOCCER 




49/50/51 


YOGI BEAR - GREED MONSTER 


Map and Hints 


52 


YOGI BEAR - GREED MONSTER 


Solution 


54 


ZEBU LAND 




58 


ZEHO WARS 




55/64 


ZETA BOMB, THE 




49 


ZORK 




64 


ZORRO 




43/46 


ZYBEX 


45/47/49/55 



Wow, that's some list! 



BACK NEXT ISSUE 

The Tipster will be back with you next issue and the 
hints and tips are already rolling in. bat we need more. 
One great thing about the index tn this issue is that you 
can check the games which have not been covered. Do 
you. have a game that is not included here? Can you 
give some hints or tips on how to play it? Maybe a map 
or a complete solution? Send it to us and we'll make 
other Atari users' lives more interesting. Start working 
on it now and get it to us quickly. 

Here's the address: 

THE TIPSTER 
NEW ATARI USER 
P.O. BOX 54 
STAFFORD 
ST16 1DR 

Come on, I'm not giving The Tipster more than one issue's rest!! 



THE TIP YOU NEED FOR JUST £1! 

That's right* many of the hack issues are only 
£1 each - so check, the index for the game you 
are stuck on and send away for the issue - 
you'll probably get a lot more besides! 

The address is the same as above - cheques r 
postal orders - even money - accepted! 
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A QUAD DISK BONUS! 



FOUR great programs to enjoy! A quiz program, an adventure 
and TWO arcade games. Something for all the family! 



POP QUIZ 



by David Preston 



POP QUIZ 

■» v ****** a: » #» »r ^ t c* •* 



Duiitivni A *c«r*i * 



only solo tap tan hit? 



I'h sorry, th* *n*w#r X 
I«»him| >tn* Ml llrri Of P«r«4il 



So you think you know a thing or two about Pop Music? Try 
this pop quiz and you might well be left a little disillusioned 
with the extent of your knowledge! 

Pop Quiz presents you with a series of questions based on 
pop nuiMf oi Hie p;iM 20 yri-irs or so in h number n| nmiids nf 
10 questions each. There are 50 points on offer each round bu( 
you'll have in be (op notc h to score highly Unlike many games 
which present you with a choice of answers, this one requires 
you to type in your answer and, by applying a degree of 
artificial intelligence, will award you points even if you only get 
close to the correct answer. Once you have exhausted all l he 
questions supplied you can add your own with a utility 
Included. 

Don't like pop music? Well, this program can easily be adap- 
ted to any type °f quiz, you just can just delete the existing 
questions and add your own within the program. Give It a try 
for family fun or for a challenge down the local club or pub. 



BREAKDOWN 

by Peter Kirton 



You are nice and Inside your car. driving in terrible 

bleak conditions, You can see only about three metres ahead 
and the road Is winding up a hill. You lose faith in your car as 
It starts to miss out and finally the mo Lor stops altogether. II Js 
raining and. In the distance to the right of your car, you can 
see a faint light. Your battery is flat and nothing works. 
Perhaps someone at the nearby house can provide a spare 
battery. Little do you expect the adventure in store before you 
regain the safety of your ear. 

This traditional text adventure comes from an Australian 
reader so you might need to know a thing or two about Aussie 
land as you try to find your way into the mysterious house. 
Then again, maybe not. One thing is sure, you will need all 
your wits about you as you Iry to solve the many puzzles 
which abound. 



BASE HUNTER 




An enemy ship hides on the left side of the screen protected 
by a force field of pulsating rainbow patterns that circles before 
It In the vastness of space. Against a background of stars and 
alien planets your tiny craft has to penetrate the force field and 
destroy the enemy bui the task proves harder than It seems. 

The propulsion system on your craft is jammed so you can 
only control your position by constant manoeuvring, firing on 
the fly' at the force field and hoping that you will get a shot 
through. The gaps created also enable the enemy to shoot at 
you so you must be constantly aware of your position. 
Chances are that he will get you before you get him! 

Base Hunter is a great little arcade game that is very chal- 
lenging. If you can survive - and succeed - then you certainly 
have what it takes to be a great arcade player. 



ELEVATOR REPAIRMAN 



For a simple diversion 
try and gel the elevator 
repair man up to the top 
of the building to fix 
those darn elevators that 
keep going up and down 
without stopping, Trou- 
ble is that he will have to 

climb the ladders to the 

top as he can t stop the lifts and the ladders are either side of 
the building. This means that he'll have to dodge the lifts on 
every floor and it aln"t easy! 

Elevator Repair Man Is a simple game that is hard to play and 
will provide many an hour of challenge and enjoyment to 
players of all abilities. 




This Q UA£>R UX*I*E: 230MZJ& is avail- 
able ore the Issue 67 disk which disk subscribers wilt 
receive u>ith their magazine. The dish is also avail- 
able separately for justt £2.99, For your copy of the 
above programs, pius all of the other programs from 
this issue ready to run, send your cheque or postal 
order for £2.95 to Page 6, P.O. Box 54. Stafford, ST J 6 
IDR* Or you can order with Access or Visa, by post or 
by telephoning 0765 213928. 
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XL/XE RE VI E 




Les Ellingham turns 
off the CD to listen to 
sampled sound from 
the Atari Classic 



SotJND Tracker 




out more 'modules' to try and hear just how great your Atari is, 
but I'm not sure how long the interest will last. 



One of the most beneficial effects that the ST and Amiga 
have had on the Atari 8 -bit is in pushing the capabili- 
ties of the machine way beyond what was previously 
thought possible. Almost every aspect of the tt-bil has been 
pushed beyond previous boundaries in recent years and sound 
sampling Is one such area. 

Although there were some experiments In sound sampling in 
the early days, notably through the Parrot sampler, most 
users, and developers, felt that the limited memory of the & -bit 
was capable only of a few seconds of sampled sound. Now. 
thanks to the borrowing of techniques pioneered on the ST, 
sampled sound Is readily available on your-Atari Classic 
although it still has some limitations. 

Sound tracker is a sample player and converter developed by 
A.N.G. Software in Holland and Mirage of Poland which can 
play, or convert. 'MOD' files created on ST, Amiga or IBM 
machines. 'MOD" files are complete tunes that have been 
sampled and edited to give, usually, quite long pieces. They 
may nol exactly resemble the originals as the samples are cut 
about and repeated to extend their playing time on limited 
memory' machines [even 1 Megabyte on Hie ST is limited for 
proper sampling purposes], but they are generally recognis- 
able. 



WHAT'S IT FOR? 

Sound modules are slrange things that seem to serve no 
other purpose than to let an Atari owner exclaim Wow, I didn't 
know my computer could do that or Look how great my 
computer is'. I cannot figure out what else a couple of minutes 
of sampled music does. It surely can't be for listening pleasure 
as a CD, cassette or even a humble transistor radio can knock 
spots off any sampled music available on a home computer. 
Am I missing something? 

As far as the Atari Classic goes, the pride in hearing a very 
humble computer (in memory terms) knock out several mi- 
nutes of properly sampled sound is indeed justified and 
Sound tracker is a good tool to impress your mates with. The 
first time you hear it, you will be amazed but after that the 
thrill quickly fades, There is a certain excitement in seeking 



QUALITY OF SOUND 
AND PRESENTATION 



The quality of sound from Soundtracker Is generally, but not 
always, very good, considering the memory limitations of the 
computer, but It can't be appreciated on paper, you Just have 
to listen to It, Quality of presentation is another matter 

Soundtracker Is presented In full colour wrap around the 
disk' packaging which is fine given the limited market nowa- 
days but a little more thought could have been given to the 
instructions. Seeing as the program does nothing more than 
play or convert sound samples you might think that very little 
instruction is needed, and so do the authors. Most of what ynu 
need Is there but it Is so annoying when simple instructions 
are omitted. The disk boots up to an Introduction screen which 
jusl hangs there, nothing tells you that you have to press 
START. You are then presented with a simple choice of three 
options: Play samples, or covert MOD files in either 64k or 
1 28k. You select option 1 and a very small menu appears in 
the middle of the screen with a one line instruction stating 
"ESC - menu SPACE for Directory ■ You press the space bar 
and ... nothing happens. Nowhere does it tell you that the 
MOD files are on the back of the disk. Once you have flipped 
the disk and pressed the space bar again a choice oi three 
modules appears, one of which you can select and load by 
using the cursor keys and Return, 

Your choice on the main disk is JMJ, FLETCH or ALF. No 
further information is given so you select one hoping that you 
will learn more when it loads. The sample loads in and is ready 
Lo play but you still dorf t know what tune you are going to 
hear, maybe the graphics will help? No luck as the graphics 
consist only of a sort of vertical oscilloscope that throbs in time 
with the music. To be honest you are lucky to get any graphics 
at all given the fact that almost all the memory is required for 
processing the sample, but it would still be nice to know what 
tune you are supposed to be listening to. if only to judge how 
good it should be. 

Maybe you think this is Just nit-picking but It would have 
been so easy to give some Information on the instruction sheet. 
Even the names of the tunes would help but the whole pack- 
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Come and meet 

GRALIN International 

at the forthcoming 

Spring All Micro Show 

Clearance sale on ull ROM, Disk & 

Cassette software. 
Special low prices on Gralin's own 
Products, including StereoPlus* 

See issue 66 of Phw Atari User for current special offers. 
For ia test product guide pleas? send SSAE to Oral in 
| International // Shillito Road, Parkstone, Pook, Dorset 



Dean Barraghty Software 

iVEW ITEMS 

SAM Budget * A new accessory disk tar <hc SAM desktop system. 
Budget is a spreadsheet for use With SAM. and so uses 80 columns 
and h;-i* rrmust- miii joystick Jupm Requires SAM. PRICE £6,B5 

SAM Utility Extensions 1 - Another new disk for use with SAM, 
Contains SAM Convert to convert text flies to and fmin SAM Texter 
formal, and SAM Creator to convert picture (lies Id ;md I rem SAM 
P&ttttf format. Requires SAM. PRICE: £3.95 

MAZE GAMES l - Two re- releases sold as one pack, Contains (he 
rlassic- ^nics Jawbreaker and Mouscattach sold unrifr license frurn 
the original programmer. Available on dish, standard tape, and 
Ramhil turbo luad tape PRICE: £6,95 

OUR OTHER J^ROnt/CTS 

We have been forced to raisr sum* prh-t-.t <iut. la rising, casta, which arc beyond 
Our rntiirol. Items marked with a * have Increased In price 



•QUICK 


£13 95 


P-HIWT KLLKK 


£4.95 


'QUtCXWlTH 




TASKMASTER 


£4.9S 


SUPPORT DISK 


£ifl.S0 


♦ RAMBIT KIT 


£13,50 


QUICK SUPPORT DISK 1 


£4.95 


A1.1KN 151. AST 


£ 4.65 


'S.A-M. 


£13.65 


DEMO MAKER 


£ :t.w+ 


DIG [-STUDIO 


ifi.HS 


NKWS-DISK BACK 




HUB BE K BALL 


£4.95 


ISSUES L 14 


£ 6.95 


CJLACHiS IT! 


£4.95 


MAGAZINE 5trB5CRtPTION 


£ B OO 


MINESWEEPEH 


£4.95 


MAGAZINE BACK 




BOMB! 




ISSUES 15/ 16 


£ ] .OO «irh 


ALL 4 ABOVE 




E1LANK DSDD 




GAMES TOGETHER 


£10,86 


DISKS per 20 


£ 7.MI 



TAf*E-K^SMD SOFTWARE 

T - RAMlilT Tl rRHO-LOAD FORMAT S = STANDARD LOAD FORMAT 



*R LIBBER BALL 

Aouwins n i 

^MINESWEEPER 
ttiOMBI 
* Al.l. 1 All'. )\ \ \ ; iAMUS 



£5.25 
L fi.25 

£ 5.25 



ALIEN m.AST 

P.D. GAMES PACK I 

I 1 . [J. tJAMES PACK 2 



£5.25 T 
£ J J.0O TIIS 
£2,00 T«c 5 



rOG ETHER lor £10.50 



Alt prices quoted. Include PStP. Some software nrlll not run on 
th<* HIO ilixtc iiriw. FItfdj_tt p fertile." for details if yo" nrr unsure. 
FoF a_/rw COpff <ff OUr 2fi pcifft: ra^aLu^u^ rt/'CrtitlJtl-tf'f'CtCll and PrD. 

soft u-are. send 2 x ISp stamps .Yon- 1" .'If ciulomwi i*nd J JKCs 

D.G.S. 62 THOMSON AVE.. BALBY. LANCASTER, BN4 OPffU, ENGLAND 
Phone [0302] 855026. International +44 302-855-026 

NEED BLANK 3.5" DISKS? GIVE US A CALL! 



5£\DAC0raUT/0JV! 

Remember it's your contributions that 
keep New Atari User alive. Whether it's 
a set of mini programs like those in 
previous issues or a comprehensive tech- 
nical article, or an arcade game we 
want to be able to give other Atari users 
the opportunity to enjoy your work. 
Look out your programs, polish them up 
and send them in! 



age would have much more appeal if it gave details of what the 
samples were, where they came from and how they were 
processed, Simple details like this add a degree of professional- 
ism Lo commercial software but are, sadly, all too often missing 
nowadays. 



merely downloaded ihem from a bulletin board and run ihem 
through the converter. 

The quality \arles from sample to sample, presumably due to 
the equipment and care taken In sampling the original. The 
shorter files are of good quality bui some longer files like the 
mysterious 033' sound rather Like a badly tuned radio. 



MORE SAMPLES 

Once you have listened to the three samples provided on the 
program disk you can purchase additional MOD disks and 
three are available so far. Kach of these is double sided but my 
criticisms of the lack of information provided with the main 
program apply doubly so with the extra modules. 

With these data disks you get a photocopied sheet of packag- 
ing to which the disk envelope is stuck and no instructions or 
information other than Tor use with Soutidiracker version 2 
only!!!' The back of the package even has the words PD Soft- 
ware covered by a sticker saying ©1993 FM Software! I know 
that packaging costs money, but a little thought and care costs 
nnihing and It would be so easy present these 'commercial' 
offerings in a more professional way. 

The Atari Classic versions of MOD files are 'MD8' files and on 
MDK files 1 you get six modules with no information at all, not 
even the filenames which can only be obtained from DOS or 
the Soundtracker menu. Some names can be worked out like 
ANGKLDUS' or MOONL1GH' but what on earth is 033 ? [ 
played it and I still haven't got a clue! MDS files 2 gives you 
another six files and MDti files 3 gives you seven more, The 
same criticisms apply to these, what is PUM' or 'AFC? 

I would love lo know what these various samples are, where 
they came from, how they were created but I am left guessing 
1 suspect that the publishers donl know themselves having 



STILL WORTHWHILE? 

Many of the comments in tills review have been quite negative 
but, I believe, rightly so. A commercial offering should have a 
degree of care and attention paid lo It. There Is nothing wron^ 
with the Soundtracker program Itself, it docs exactly wh;-H it is 
supposed to, but it Is a bare bones' program thai could be 
greatly enhanced with -some slick presentation. 

Is it worth buying'?' Well, if you are fascinated by the prospect 
of hearing sampled sound on your humble Atari Classic I hen 
Sound tracker cannot be faulted. If you wan I more, then the 
module disks are essential unless you have access lo an ST or 
Amiga wilh the ability to port files across to your Atari. If you 
have you can convert files yourself for free. 

If you love your Atari to bits then you might well want to hear 
what the little fellow can do when the sound chip is pushed to 
the limits. E.xpect to be amazed but doni expeel to come back 
time and time again like you would with a good game. Good as 
it is. a budget CD will beat sampled computer sound any day - 
and that goes for the ST and the Amiga too! 

SOUNDTRACKER 2.0 is available from Micro Discount 
at £6.95 or direct Jrom A.N,G. Micro Discount can also 
supply you with the additional module disks 



New Atari User- \um 67 29 




Much Classic software 
has now disappeared but 
Mark Stinson concen- 
trates on the classics of 
Atari software that have 
one vital difference - they 
are still available! 



RESCUE ON 
FRACTALUS 



Rescue on Frac talus is probably the most famous game re- 
leased on the Atari Classic known to. If not owned by, 
thousands of Atarians. Many Classic owners would vole this 
one to be the game on the Atari 8 -bit. a sentiment [ agree with 
completely. 

Rescue on Frac talus was produced by Lucas Jilm Games, and 
was originally released in the mid 1980's. I bought the cassette 
version when it was first released and spent many, many 
hours glued to my joystick. The game is now available on ROM 
from the Page 6 Accessory Shop. I was always happy to wait 
the long load lime for this game, but now I have the ROM 
version it is pretty well in constant use. 

The game Is set amidst a life and death struggle which is 
raging through the galaxy. The hostile Jaggi race are threaten- 
ing ihe Euture security and peace of the entire galaxy. The 
threat has now become critical as the Jaggi have dug in on the 
inhospitable planet known as FraelaJus. Ethcrcorps pilots 
were fielding their own against the Jaggi, but since the digging 
in on Fractalus, large numbers of pilots have been taken out 
by the enemy. It is our job to take lightly armed rescue vessels 



Rescue on Fractalus is regarded by many as the 
best Atari game ever! 



down to the planet surface and rescue the downed pilots. 

A mother ship takes air pilots to within booster range of the 
planet s surface, but from the moment we enter the planet's 
atmosphere we are on our own. The mission is very- difficult, 
and very dangerous, The Jaggi have ill stalled gun emplace- 
ments on mountain tops. Flying In the formidable terrain of 
Fractalus Is difficult enough, bul then coping with the Jaggi 
defences makes Ihe most seasoned of pilots easy prey. On lop 
of this ihere are programmed saucers which lock on to ships 
and can inflict serious damage if noi desiroyed before imparl. 
Rescue on Fractalus is a real test of your skills. 

Once play is underway you find yourself in the cockpit, with a 
control panel and viewscreen above. The viewscreen presents a 
panoramic view of the planet as the craft is guided by the pilot. 
There are a few game controls to learn, though thankfully nol 
many. These arc for thrust, boosters, weapons, systems, land- 
ing, and air locks There is also a visual read out for a number 
of functions such as altitude, artificial horizon, compass, gun 
sights, shields, long range scanner, pilot range indicator, ener- 
gy level, wing clearance, and a targeting scope. The targeting 
BOOpe is particularly useful for aligning the ship for attack on 
targets before ihey are in visual range. 

The game offers a great many levels of mission difficulty. The 
selected level affects the number of pilots to rescue, and 
whether or not nlghi flight will he necessary. Once you reach 
or select level 16 you have lo contend with both day and nigh I 
flight, as the planet rotates so fast thai It only has nine minute 
days. Coping with the mission in complete darkness is ex- 
tremely difficult, and must be completed using Instruments. 

You must use your long range scanners lo locale ships which 
have crashed on the planet surface, These usually contain 
stranded pilots. Try to destroy any gun emplacements nearby 
and then land within a shori range of the stranded ship. If you 
do not destroy enemy guns they can lock on lo you while you 
are grounded and unable to defend yourself. All being well you 
will have landed within pilot range of the stranded ship, and 
you then turn off your systems. This alerts the stranded pilot 
to your presence and he or she will make their way to you. 
This is where the programmers finishing touches make this 
game a classic. You watch as a little dot in the dis lance gets 
bigger and bigger, until a pilot can be seen running towards 
you. Once the pilot arrives he or she knocks on the air lock 
door. You should now open the air lock to lei the pilot on 
board. If you don t, the knocking continues bul slows as the 
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pilot dies gradually in the cyanitric acid atmosphere! If you 
turn on your systems Inadvertently you can also fry the pilot 
instantly. Be warned, some ships contain Jaggi. I nearly died 
with fright when instead of the usual knocking of the pilot, a 
huge and very ugly alien appeared outside the viewscreen and 
started to smash his way in. Only one thing to do. fry him! 
There is too much in this game for me to do Justice to In this 
review, but rest assured, this Is a classic if there ever was one. 
The programmers have put real effort into I his game, and it 
shows. The game is simply of the very besl quality, and 1 
cannot find any single reason for complaint. The outcome of 
lhc programmers attention to rielail allows lhc game to pass 
the ultimate test ... this game is addiction at its highest. If you 
don't own it, you are missing a true classic. 



SPACE WARS 



Space Wars is a budget offering from Byte Back, a software 
publisher that released a number of good quality budget 
games hefore going the way of most other Classic supporters. 
The game is based on the usual blast em first and worry 
later' philosophy, a point which is acknowledged on Lhc inlay, 
albeit a little tongue in cheek, In fact, the whole scenario for 
the game is set out in this fashion; the inlay opening with L Out 
in the dark depths of space lurked a race of beings so un- 
speakably nasty and unsociable, they wouldn't even talk to 
each other. Their whole society was based on passing notes 
around and using compuLers to calculate who had been the 
nastiest lhal day. Games were out'. The scenario goes on to 
explain that after an ambassador from Earth was caught 
playing a computer game he was beheaded and war declared. 

In the game you control one powerful war ship, and only one. 
Once you have been destroyed that's it. no second or third ship 
to continue with. Instead of three ships yon gel a shield which 
can Ifortunately) withstand a fair battering before leaving you 
completely unprotected- 
After booting the cassette you are sent to face the first wave of 
nasUcs, shield intact and trigger finger at the ready. Alien 
ships or bases drop down the screen from above as the pace 
starts off frantic and gets worsef These nasties drop down at 
you, drop off the screen and sometimes come back lor a 
second shot from behind. Thoroughly nasty these aliens (Re- 
gens) are! If you are lucky enough to keep your shields and 
ship Intact through the onslaught you zoom up the screen 
through a wave completed 1 banner. The next stage is an 
asteroid bell which you have to navigate through each time 
you successfully complete a level. From here on In the nasties 
get nastier, and the 'Pac-Man thumb' threatens to end your 
game. No softies here please, this one is lough. 

flic ganir dor* ilLltt-i shrill ly hum many ul In i sIiihjI -em Hps 
in that some aliens contain special prizes. These are usually 
honus poinls, but some can affect I he game. In I his respect the 
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SORY SHOP and some may be available from other advertisers 



game is similar to Arkanoid. For example, some aliens contain 
a "slow' activator, making other aliens easier to kill. 
The final verdict Is that this may be similar to oilier games 
you have, but il is si 111 a worthwhile addition to any ;m ade 
collection, especially at the price. It is also Transdiskabler XE 
Menu System, Standard tape read. 2 stages, 



TRIVIAL PURSUIT 



The board game. Trivial Pursuit, is surely known to every- 
body. II has become the favourite of many people, both for 
general family fun and for enterl; i in i i li h si s li h.ul i. . br 
inily a mallei ol'llme before a rompuler house took Hie basii 
eonrept of the game and ported it to computer. Domark look 
the honours, and the disk version for the Atari Classic was the 
result. Ail credit must go to Domark for prnriuring an excellent 
game which can give hours of amusement. 

The basic game is no different to the board game, so those of 
you that have played Trivial Pursuit will soon adapl to its 
computer equivalent. For those of you thai haven I played lhc 
game, a brief explanation Is In order. You are presented with a 
board of different coloured locations, including a central hub 
and six outer controlling sections, You IhruW a die tor a dart 
on the computer version) and select an appropriaie square to 
move to. To move on you must answer a subject question 
determined by the colour of the square you are on (unless you 
land on a Tree throw ). The object of the game is to visil each of 
the six special squares and answer a question correctly, then 
return to the hub and answer the final question to win. 

In my opinion, the computer version surpasses the board 
game without riouht. The computer allows much greater flexi- 
bility in play by nse of graphics and music. For example, some 
questions in the computer game involve naming a piece of 
music played by the computer, or identifying a country /object 
displayed graphically on screen. Also available are instant 
statistics for current slate of play> and even a graphical repre- 
sentation Of the ratios of questions answered correctly by each 
player, A masterpiece of programming brings you an eminently 
playable game which can be enjoyed by the whole family, 

Special attention to detail on the computer version adds 
substantially to the atmosphere of the game. The question 
Master is a little animated man called Tl\ who walks horn the 
view of the board to his study to ask the questions, If you take 
loo long to answer the question put by TP he gets a little 
impatient and starts to tap his foot! If he asks a music 
question, he walks over to his stereo and plays it; you can even 
see a mini graphic equaliser at work! Questions involving a 
graphic display are shown on a porlable movie screen, and 
game length is measured by a lit candle in TP's study! 

The game has to be seen to be believed and Is a tribute lo Its 
programmers, who produced such a high quality piece of work 
I have absolutely no hesitation In recommending this one ■ its 
brilliant. 



reviewed by 

Mark Stinson 
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XL/XE TUTORIAL 




If you are fascinated, by 
the additional commands 
available in Turbo Basic, 
you might like to know 
whether you can extend 
Atari Basic yourself. 
Well Len Golding knows 
how to do it and shares 
the secrets with you 



Atari Basic Is a masterpiece of compact ness, but it lacks 
several useful commands There's no Renumber. Auto- 
nuniher or Delete, for example, and no direct ac cess Lo 
DOS utilities without loading the entire DUP.SYS package. You 
can. of course, write your own machine rode routines to add a 
few of these features, but they would normally need to be 
accessed through the USR function - a rather cumhersome 
and error- prone technique. 
Wouldn't U be nice to emulate commercial toolkit programs, 
anri jusl type KEN or DEL or DIK whenever you want one of 
the new routines? The problem is, of course, that Basic will 
Msn, ills' give you KKKOK 17 if you try lo type any word which is 
no1 in its vocabulary. And Basic lives in ROM H ho you can't 
alter it in any way. So how is it possible to insert new 
commands? 

To understand the answer, you'll need to know a fair amount 
about machine code, and quite a bit about the Atari's operat- 
ing system, so the technique Is not for beginners. Also, it's not 
really suitable for cassette users, because of the inconvenience 
of having to load a lengthy autoboot tape before you can do 
any programming. But for the growing army of machine -code 
programmers with disk drives. herc"s how to add your own 
direct -mode commands to Atari Basic, 



TO AT AR I 



SNEAKING PAST BASIC 



First, how can we sneak a word like DIK past Basic, without 
triggering the error message? The answer is that we write a 
routine which Intercepts the command before Basle sees It, 
executes our new command, then changes the command word 
Inlo a nice straightforward REM before handing It on. This 
cons Basic inlo thinking that you've Just typed "REM" and hit 
KHurn, so it obediently prints "READY" and forgets the whole 
thing, never suspecting what's been going on behind Its back. 

Intercepting the command is a bit tricky, since we have to 
modify the Display Editor. This is a "device handler" In the 
operating system, whose function Is to control data transfers 
between keyboard and screen. It's in ROM, so we can't alter it 
directly, but it can be copied into RAM. where modifications 
are easy to make- 

Every device handler has a table of pointers, called a "vector 
table 1 '. This tells it where to find the various routines which it 
might need - routines such as Open, Close, Get characters. 
Put characters and so on. Another table, called HATABS, holds 
the addresses of all the vector tables. Every time a handler 
routine is called, the operating system first examines HATABS 
to find the appropriate vector table, then examines that vector 
table to locate the specific routine it needs. 

Whenever you press RETURN, the Operating System calls the 
Editor handler via HATABS, looks to see which line the cursor 
is on, then uses the Editor's GET CHARACTERS routine to 
copy the whole of that logical line from the screen Into a buffer. 
Basic then examines the buffer to discover what you've typed, 
sorts through Its vocabulary to find a matching word or words 
and takes appropriate action. 

To intercept this process, we must first write a new GET 
CHARACTERS routine, and store it safely somewhere in RAM. 
Then we copy the Editor's vector table from ROM into RAM. 
win tc we can change ii easily. The third address in this vector 
table points lo the Editor s normal GET CHARACTERS routine, 
and we alter this so that it now points to the new routine we've 
written. Finally we change HATABS (which Is already In RAM) 
so that every lime the' ICrlitot is culled. It Jumps to our new 
vector table rather than the original ROM one. 

The new routines are protected by changing the MEMLO 
pointer, lo reserve space at the low end of user RAM. This 
ensures that our routines will always occupy the same area 
regardless of the host computer s memory size, so we can use 



1 
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BASIC 



Source 
Code 
Listing 
overleaf 



non- relocatable machine code. Typing NEW won't erase it, and 
we can easily make it Immune to RESET. 



A READY WRITTEN 
ROUTINE 

Now take a look at the source listing. Everything from line 
180 to line 700 - except for the JSR GODOS at line 390 - is 
executed during power -up. The COLDST section traps the 
RESET routine and copies the Editor's vector table from ROM 
into RAM, at a place we've called NEWTAR 

Everything from WARM ST to line 700 is executed again 
whenever you press RESET. It starts by doing the normal DOS 
initialisation, then changes the screen border colour, so that 
you get a "full screen"* effect - This Is a convenient way of 
reminding you that the new routines are Installed and ready 
for action. The rest of WARM ST ensures that various pointers 
stay as you want them, despite the RESET routine. The 
HATABS entry is altered al line 520. and the GET CHARAC- 
TERS pointer inside our new vector table is changed at line 
570. 

Whenever a key is pressed, the OS jumps through HATABS to 
NEWTAB. and thence to our new GET CHARACTERS routine 
at line 860, This starts by executing the original GET CHAR- 
ACTERS routine in ROM, then checks whether It was the 
Return key which set things moving. If so, ENDLINE saves all 
the values Which Will need to be restored when control is 
eventually handed back to Basic, then SETEOL uses sub- 
routine HUNT to see whether the text buffer contains one of 
our new commands. If not, it lets Basic have the unchanged 
line for processing as usual. 

If HUNT finds the command in COMTBL (line 1390). it stores 
its address in a page zero pointer (COMPTR), Lines 1090 to 
1 140 force this address Into the operand of JSR EXECUTE, so 
that line 1 170 produces a JSR to the routine which imple- 
ments that particular command. 

ERASE {line 1 190] turns the text in LBUFF into a full stop - 
Basic's abbreviation for REM - followed by a carriage return. 
Then all flags and registers are restored to their original 
values, and the simulated REM statement is passed to Basic 1 
for processing. This results In the normal "READY" message 



All our new commands arc held in a table starting at line 
1390. Entries can vary in length, but Ihey all start with the 
two -byte address of their corresponding routine. This Is fol- 
lowed by the command name in ASCII code, with Ihe last letter 
typed in inverse to indicate end-of-entry. You can easily add 
new command names of your own, but the table must end 
with 0, and line 1560 puts three In for good measure. 

At present all commands except RUN, DOS and D1R Jump 
straight to RTS instructions. You won t get an error message If 
you type any of these, but of course nothing will happen until 
you insert appropriate routines. 

The DIR command - line 1890 - illustrates the kind of routine 
you will need to write. It starts by checking that the next 
non-blank character after the command "DIR" Is a carriage 
return. Anything else means that there's a syntax error, so the 
routine exits via DIRDN. storing an error number at the 
address labelled ERKNUM [line 740). 

If the command is acceptable, DIR first closes channel 1, then 
re-opens It to read the directory from Disk 1 . Since we've asked 
it to search for "D: V" (line 2400). all records in the directory 
will be printed, along with the "free sectors' 1 figure. 

The RTS at line 2320 sends us back to ERASE (line 1 1 90). 
where the text buffer Is changed to simulate a REM statement, 
then Basic is allowed to lake conirol 



AUGMENTING 
EXISTING COMMANDS 



RUN and DOS Illustrate a different kind of command. These 
words already exist in Basic's vocabulary, so we're just au- 
gmenting Iheir normal routines. RUNGO (line 16901 simply 
restores the default border colour, and DOSGO (lirre 17601 
restores default values for DOSINl and the Editor vector table. 

But In both these cases Basic must now carry <ju procfssin^ 
the command, so we can't do an RTS to ERASE. Instead , two 
PL A instructions remove the return address from the processor 
stack, then JMP HANDBACK gives control to Basic without 
affecting the text buffer, This means thai Basic will receive the 

continued on page 37 
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Interested in Turbo Basic? 

Check this out 

- available from the Page 6 XL Library 



command "RUN" or "DOS", as though nuthing had intervened. 
The subroutines ftKIPBLANK and HUNT are explained in the 
source listing. They can be called from other parts of the 
program when extra commands arc Inserted, so you can use 
them easily for your own rou lints, Notice that we indicate 
success or failure of the routine by setting or clearing the 
"carry" flag. This is a useful trick, since it allows us to deter- 
mine the follow-up action with jus I one instruction: BCC or 
BCS. 

The entire machine code program must be loaded and initial- 
ised before Basic lakes control, so the source listing is desig- 
ned for assembly into an AUTORUN.SYS file. If you're using 
Atari's own Assembler Editor, the command will be: 
ASM , , #D : AU TORUN. SYS . 

When ihe autorun file has been successfully loaded, the 
screen border will change colour and you can try typing any of 
the commands in COMTBL, You will see that no error mes- 
sages appear, and Basic Ignores most of Ihe commands com- 
pletely. 

RUN will restore the black border, but the full-screen effect 
can be restored by pressing RESET. DIR will print the full disk 
directory on screen. Typing DOS will erase all the machine 
code routines, as their home Is invaded by DUP-SYS. in this 
even l, you will have to go through the power- up procedure 
again to re-enable your new commands, 



DSM05- TURBO BASIC PROGRAMMER'S KIT 



Three disk set. The essential accessory for anyone who programs 
in Turbo Basic at beginners or intermediate level. Not only do you get 
expanded documentation but also tutorials on creating Turbo prog- 
rams in a structured manner with examples ot often used procedures. 
Disk 1 has fully expanded documentation on Turbo Basic itself with 
every new command illustrated by example and wrth program listings. 
There is also full information on the Compiler with step by step 
illustrations on how to compile your own program and create auioboot 
disk. Here you will also find amendments to Turbo Basic that bring 
small improvements in its use. On disk 2 you will find The Turbo 
Journal, a newsletter style presentation giving step by step instructions 
on creating a program in Tufbo Basic with each module explained. 
Here is how you learn to write structured programs so that Turbo can 
run at its best. Disk 3 gives a further instalment of The Turbo Journal 
with tutorials on How to Use Module. How To Use Arrays and How 
to Do Sorting, each illustrated by practical examples. On the other side 
of the disk are over two dozen ready to use routines that you can 
combine with your own programs to do a myriad of task from acces- 
sing disk drives, to displaying text on screen or printer io sorting and 
much more. You can save time and enhance your programs but 
simply importing one of these routines. 

★ THREE DISK SET 

★ FULLY EXPANDED DOCUMENTATION 
it COMPILER INSTRUCTIONS 

★ DOZENS OF PREWRITTEN ROUTINES 

★ SEVERAL TUTORIALS 

★ A MUST FOR THE TURBO PROGRAMMER 

Three disks that wili enable you to get the very best from Turbo 
Basic, even if afl you ever do is compile the odd program. 

Three disk set £5.95 
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A display list is a hst of instructions lo the ANTIC chip 
telling it -how to show data on the screen. The ATARI 
has some pre-programmed display lists which are gen- 
erated automatically when you give a graphics command. You 
can also set up your own display lists, or aJter the ones that 
are there already . 

The display list starts Immediately above the memory area 

used for programming. You find it by 

PEEK(560)4256*PEEK(561 ) afferent display lists use different 
amounts of memory. For instance, the Graphics 2 display list 
only takes up 24 bytes, while the GT1A display lists (Graphics 
9 to 1 1) each use 202 bytes. The details are shown in Table 1. 
So what kind of values do you gel when you PEEK the display 
list locations? The numbers fall Into different groups depend- 
ing on the display list instruction: 

Blank scan line instructions [Numbers 0, 16. 32, 46, 64, 

80, 96, 112]: Blank scan lines arc lines wilh no text. They are 
used, for example, for the border at the top of the screen and 
also lo splil up the screen display. An individual scan line Is 
one pixel deep and is obtained by putting a 0 [zero) in the 
display list. Yon use the [lumber 1 6 lo get 2 scan lines, 32 for 
3 scan lines and so on in multiples of 1 6 up to 112 for H scan 
lines. Eight blank scan lines equates to the height of a 
Graphics 0 character. 

Display text instructions IN umbers 2 r 3, 4, 5, 6 F 7\i The 

nil ni he i 2 is used for a Graphics 0 line, 6 for a Graphics 1 line 
and 7 for a Graph its 2 line. You need to redefine your charac- 
ter set to utilize the others: 4 and 5 are for Graphics 1 2 and 13 
respectively and 3 is for a character set Which Is 10 scan lines 
high 





TABLE 1 


NUMBER OF BYTES USED BY 


DIFFERENT DISPLAY LISTS 


BYTES 


GRAPHICS MODES 


24 


2 and 13 


32 


0 


34 


1, 3 and 12 


54 


4 and 5 


94 


6 and 7 


174 


14 


176 


8 and 15 


202 


9, 10 and 11 




Display graphics instructions [Numbers 8. 9. 10, 11, 12, 

13, 14, 15]: These numbers are used as follows: Numbers 8 to 
1 1 are for Graphics 3 to 6 respectively; number 12 is for 
Graphics 14. number 13 is for Graphics 7, number 14 is for 
Graphics 15 and number 15 is for Graphics 8 to 1 1 Inclusive 

Jump and Load Memory instructions [Numbers 1, 64, 
65]: Load Memory Scan (LMS), indicated by the number 64 r 
means load a memory address. The instruction is always 
followed by 2 other bytes, the 2nd and 3rd being the low and 
high bytes respectively of the memory location in question. 
JUMP, Indicated by the number 1, means go to a particular 
location in memory, and II is always used in conjunction with 
an LMS Instruction so that Antic knows where to jump to. 

The text and graphics display instructions are summarised in 
Table 2. Incidentally, other display effects - such as scrolling 
and interrupts - are achieved by setting ("turning on") some of 
the high bits in the instruction bytes I.e. 

Enable vertical scrolling: Sei bit 5 of the instruction 

(add 32) 

Enable horizontal scrolling: Sei bit 4 of the instruction 

(add 16) 

Enable an interrupt; Set bit 7 of the instruction 

{add 128). 



LOOKING AT 
A DISPLAY LIST 

PROGIiAM I asks you lo input a Graphics number between 0 
and 15 and then prints out the display lisl for thai mode on 
the screen. If you try out a few different numbers you will see 
that they all more or less follow the same formal: 

First, 112, 112, 112: This means show 6 blank scan lines 
three times -i.e. 24 scan lines (the height of 3 Graphics 0 
characters) in all. 

Next, 3 numbers: These tell Antic what part of memory is to 
appear on the screen. The first number is a Load Memory Scan 
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TABLE 2 


DISPLAY TEXT/GRAPHICS 




INSTRUCTIONS 


2 


GRAPHICS 0 


3 


Not available in BASIC 


4 


Graphics 12 


5 


Graphics 13 


6 


Graphics 1 


7 


Graphics 2 


8 


Graphics 3 


9 


Graphics 4 


10 


Graphics 5 


11 


Graphics 6 


12 


Graphics 14 


13 


Graphics 7 


14 


Graphics 15 


15 


Graphics 8 to 11 



I4Q l REM miHM H !liltimmi l C H KH*MM, H H IfrM MKHKl tH LMiM 

BC 2 HIM * DISPLAY LIST UIEHER * 

EZ 1 REM * by Ann O'Priscoll * 

SQ 4 REN * * 

LO 5 REM * HEN ATAHT USER - APRIL 1 94 * 

HT 6 REM H WB MWH M M MKHHHM M Hhim il M l tH l t H l lHII KK 

HH 7 REM 

D R 180 DIM 0(2913 : POKE 82 , 1 ; GRAPHIC S O:' 
"ili»DI5PLAY LIST IHSTRUCTIOHS** t ? " 



xb lie ? "4iHhrn you input a Graphics nu« 
b#r the conputer will print its disp 
lay list" 

gp 120 T "on the screen and ask woo to en 
ter another nu**#r . Input *99* to 

quit." 

LQ 130 POSITION 1,12:7 * 

" ; POSITION i.ZZl? « 
input Graphics number 19 - 151 "J 
AC 140 TRAP 1»1IHPUT »1 6 ; ANS 
DI ISO IF ANS-99 THEM CLR : GRAPHICS O ; EMO 
IH IbO IF AH*(B OR AHS>I5 THE H 138 

N5 1*9 REM FINO THE DISPLAY LIST 

HQ ZOO GRAPHICS AHS:eL=PEEKt560J+£S6*PEEK 

C56U : c = a 

US £10 DtCl = PEEK (DL+C> : IF DCCJ-bG THEN 23 

e 

PH 2ZO c_c+i:goto ZIO 

GS 230 FOR CC=1 TO 2 ! D CC+CC1 -PEEK CDL*C+CC 

J : HEHT CC:F=C+Z 

OZ 299 BEH 5HDH THE DISPLAY LIST 

HL 388 GRAPHICS OiPDKE 710,0:? ' * D I S P LA V L 

1ST FOR GRAPHICS "JAMS:? 



UU 328 FOR M = 0 TO F i IF H/ 11 =IHT CH/ 1 1 > AMD 

H>18 THEN ? 
PH 330 ? *»)!" 11 ; ; M£HT Hi* ;* " 



EB 340 POKE 7b4,255;? ! GOTO 130 



— I 



instruction (64) plus a display text /graphics instruction (2 or 4 
to 15|. The other two numbers point to the starting address of 
the screen data. This memory area is called "screen RAM" and 
it is located between the display list and the top of KAM 

Next, a series of the same- number: These are the display 
text or graphics instructions. 

Next, the numbers 66, &6 and 159: These are more instruc- 
tions to Antic telling it what part of memory to show. This time 
we're dealing with the text window: 66 means Load Memory 
Scan |64| ulus I mode 0 line (2 1. 96 and 159 are the low byte, 

continued 
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high byte pointers to the start of text window screen memory, 
which'starlsal rumiory location 40800 IHtt i 256*159) far all 
Graphics modes. 

Next, the numbers 2, 2 T 2: These are the remaining three text 
window (Graphics 0) instructions. 

Finally, 3 more numbers: These direct Antic back to the 
beginning of the display list so that the process ran be repe- 
ated for the next screen frame. The first number is always 65, 
comprising a Load Memory Scan 164) and a Jump (I) instruc- 
tion. The other two are the start of the display List address in 
low, high byte order, 

A few of the display lists are a little more complicated than 
this because they have a 3 byte LMS Instruction somewhere 
around the middle. You can see this with Graphics « to 1 1 and 
with Graphics 15. This arises because these modes use a lot of 
memory - more than 4K - for their screen display. Antic must 
have a LMS Instruction for every 4K of memory because it cant 
deal with more than this amount in one continuous block. 
Also. Graphics 9 to 11 don't have the "6«, 96, 159, 2, 2, 2" 
sequence because these modes don't have text windows. 

ALTERING 
A DISPLAY LIST 

Display lists can be altered easily because they are located in 
RAM. All you have to do is POKE new Instructions into the 
chosen display list locations. For instance, 

10 GR. C:DL=FEEK(560)+256*PEEK(561) 
20 POKE DL+15.7 
30 POKE DL+16,7 

puts two lines of Graphics 2 text around the middle of a 
Graphics 0 screen, Generally speaking, you can mix graphics 
and text modes any way you want, alt hough -you should watch 
out for a few things. 

First, the screen Is only physically capable of showing 192 
vertical scan lines of graphics /text at a time, so your new 
display list should reflect this. For instance, Graphics 0 char- 
acters are 8 scan lines high and you can fit 24 rows of them on 
the screen: Graphics 2 characters are 16 scan lines high, so 
you can only fit 12 rows into the same space, Table 3 gives 
details on scan lines used by different modes. Simply divide 
the scan lines into 1 92 to see how many rows of characters or 
graphics lines carl l>e accommodated on the screen, 

Secondly, different modes use different amounts of bytes per 
line and your screen display can gel a bit confused if you 
replace 'high memory 1 lines with low memory' ones or vice 
versa. For example, the following listing replaces the second 
row of a Graphics 0 screen (40 bytes per line) with a row of 
Graphics 1 1 20 bytes per line): 

10 GR.0:DL=PEEK(560)+256*PEEK(561) 
20 POKE OL+6,6 

30 FOR N=0 TO 3:7 "LINE ";N:NEXT N 

If you RUN this you will see that the text gets displaced half 
way across the screen alter the Graphics 1 row. This is be- 
cause the screen display is still working in terms of 40 bytes 
per line- The usual solution is to put In compensating rows to 
bring the positioning back into sync. For instance. In this case 
a second 20 byte line, such as 

25 POKE DL+7,6 

reiurns the alignment lo normal. Table 4 shows the bytes per 



TABLE 3 

NUMBER OF SCAN LINES PER 
CHARACTER/BLOCK IN THE 
DIFFERENT GRAPHICS MODES 



SCAN 




LINES 


GRAPHICS MODES 


16 


2,13 


8 


0,1,3, 12 


4 


4, 5 


2 


6,7 


1 


8, 9, 10, 11, 14, 15 



TABLE 4 

BYTES PER LINE IN THE 
DIFFERENT GRAPHICS MODES 

BYTES/ 



LINE GRAPHICS MODES 

10 3 and 4 

20 1, 2, 5, 6, and 14 

40 0,7,8,9,10,11 
12, 13 and 15 



line used by each of the Graphics modes. 
Thirdly, you musi remember that ihe computer will continue 
to "think", and accept commands, in terms of the original 
screen display rather than the amended list. For instance. If 
you put a Graphics 2 line on a Graphics 0 screen, then you 
should use the normal PRINT command, rather than PRINT 
#6, to display text. 

That just about covers the basics on display lists. The best 
way to figure out what you can do with them is lo experiment. 
At the end of the day. even if you mess up the screen totally, 
just remember that the original display list address is resiored 
when you change graphics mode - so simply type Graphics O 
and starl again! 

SCREEN RAM 

A knowledge of screen RAM becomes useful as you delve 
deeper Into display Usl modifications. For instance, if you pui a 
text instruction on a graphics screen, you can use screen 
memory to display your message, as the normal PRINT com- 
mands don l show characters in the drawing modes. This Is 
among the lopics covered in my article In Issue 66 of New Alari 
User - check it out! 
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XL/XE software 




Nol an easy one to pronounce, this 
- so it's Just as well that Mlcro- 
Discounl prefer to call it plain 
ARTEFACT instead! The game is one of 
MD's la les I Polish acquisitions stemming 
from their exclusive distribution arrange- 
ment with Holland's A.N.G. 
Artefact is an arcade adventure in the 
traditional mould, with the usual helping 
of objects to utilise, nasties to avoid and 
locations to explore. Acting out the pre- 
stigious role of Mark Graham - 'the 
Earth's greatest secret agent 1 - you en- 
gage upon a top-priority mission to re- 
cover a lost spaceship. To you will need 
to collect dozens of artefacts and deter- 
mine exactly where they must be used, to 
enable your progression into new areas 
of the sprawling moon-base. 
The scenes are drawn using high-re- 
solution mono graphics with excellent 
use of shading and animation effects. 
Sound, however, is strangely subdued. 
Mr Graham - who is dressed as an astro- 
naut- is large intricately detailed and 
well animated. He can walk in either 



direction, stoop to pick up 
artefacts and 'fly' by firing his 
jet-pack. The jet responds 
realistically and requires 
some practice to avoid over- 
shooting the intended targe I. 
Although there are literally 
dozens of objects scattered 
throughout the moonbase, you can only 
hold three items simultaneously. When 
you pick up an object, it's placed in one 
of three 'windows' below the main play- 
field. If all windows are full you must 
either exchange an existing object for the 
new one or use" something at an 
appropriate location. For example, a key 
will open up a locked door, and poison 
can dispose of a nasty - but some of the 
problems aren't quite as obvious! 
Occasionally you're asked to enter a 
security code. You must refer to the card- 
hoard photocopy- unfriendly table of pass 
codes supplied with the game, and enter 
the four characters corresponding to hex 
digits displayed on-screen. The proce- 
dure is reasonably straightforward and 




must be a sensible an ti -piracy measure - 
but mind you don't lose that cardboard! 

It seems that when your mission is com- 
plete you are treated to a short 'film', 
though IVe a feeling I may not sample 
this potential delight for some time. 

Artefact is an enjoyable arcade adven- 
ture blessed with an outstanding 
graphical component. The asking price 
may be slightly higher than average, but 
the game itself will nol disappoint. 

Title: ARTEFAKT PRZODKOW 

Publisher: A-S-F. 
Supplier: Micro-Discount 
Format: Disk 
Price: £9.95 
Reviewer: Paul Rixon 




MIECZE VALDGIRA II 



MIECZE VALDGIRA II thereafter 
MV2) is. as you might have 
guessed, the sequel to Miecze 
Valdgira which was reviewed back in 
issue 65. Micro -Discount have obtained 
the successor title from Polish software 
house A.S.F. and have provided an En- 
glish translation of the instruction book- 
let {the game Itself contains Polish text), 
MV2 is supplied in a relatively lavish box 
which additionally holds a cardboard 
code table that's required as part of a 
copy protection system. When prompted, 
you have to enter an appropriate four 
character code from a selection of 255 
possibilities. 

We re told that King Aldir. who's well 
known to the kingdom of Helgoru, has 
discovered that a bloodthirsty knight 



named Zenon has stolen the 
'magic eye of cyclops', Zenon 
Is using the power of this eye 
to invade the tranquil green 
land of Dale and, to restore 
peace, he must be stopped. 
The King has decided to track 
down Zenon, re-capture the 
eye and thereby free Dale from the hor- 
rors lhat might otherwise unfold. Your 
Job in this arcade adventure is to man- 
oeuvre the King through a variety of 
screens, collect objects lhat may be use- 
ful later on and endeavour to avoid nas- 
ties. When you come across something 
worth reiaining, you can deposit it into 
one of three 'pockets'. Obviously you'll 
then need to find out where the item 
should be used. 

Graphics are generally well done. Inlllal- 
ly I was worried ihe brownish colouring 
of the first few rooms would set the stan- 
dard for the game, but later scenes are 
much more pleasantly shaded. Detail is 
good and the various nasties are certain- 
ly nol lacking animation. The main 
screen portion is bordered by high -re- 



solution drawings of a treasure chest and 
other artefacts > together with a read-out 
of your remaining lives and current 
score. You can choose to have con- 
tinuous musical accompaniment, or 
sound effects only If preferred. 

MV2 is a competently programmed 
game but loses some payability through 
ihe lack of English screen text. You wfU 
need to write down your perception of the 
objects found (not always easy! J against 
Ihe IVjIlsJi descriptions, or simply n^c 
them by trial and error. Micro- Discount 
say they're going to provide additional 
help in due course. Hopefully this will he 
In ihe form of a translation sheet fdr all 
items, as this would improve the paya- 
bility rating no-end. 

Title: MIECZE VALDGIRA II 

Publisher: A.S.F* 
Supplier: Micro-Discount 
Format: Disk 
Price: £7.95 
Reviewer: Paul Rixon 
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XL/XE TUTORIAL 1 

GRAVITY AND 



Learning a programming 
language is only one part of 
writing a successful prog- 
ram. Even if you are an ex- 
pert in Atari Basic you will 
not be able to create prog- 
rams if you don't under- 
stand the theory behind cer- 
tain concepts. Here John 
Young explains how gravity 
can be simulated in your 
programs 



This article Is about using your Atari to simulate some- 
thing from science. In this case the Law of Gravity. The 
program listed Is written in standard Atari Basic, but 
runs quicker with Turbo Hasie. II plots the path of a satellite 
orbiting the Earth, By changing the initial situation, it is 
possible to get a range of different trajectories. 
The Law of Gravity was proposed by Isaac Newton as long ago 
as the seventeenth century and is, at first glanee, simple: two 
point masses will attract eaeh other with a force inversely 
proportional to the square of the distance between them. This 
means that if you move two masses twice as far apart, the 
attraction is quartered (J e. divided by 2 squared). I am reluc- 
tant to put an equation in, as I'm sure it will put people off. but 
ii simply means what 1 have just said in words, and the 
program I am going to introduce relics on it. 

Force = -G*Ml*M2/r 3 

Ml and M2 are the masses (measured In kilograms} and r Is 
the disianee between them. G is what is known to us Jargon 
junkies as a constant of proportionality, and it is just a 
number which tells us how big the forces are. The minus sign 
means I he force is attractive. 

The situation we are going to apply this Law to is a satellite 
orbiting the Earth. The Law also applies to everything else 
(actually this isn't quite true, but we'll let it passl. so there will 
be a force between two jam jars on your kitchen table, bui this 



is so small compared with the forces between the earth and 
each Jam Jar that we don't notice. 
The satellite thing is quite topical, as we can pretend it is the 
Hubble space telescope (well it was topical when this was 
written), but it could be the moon. 

We need to know what happens to the satellite when the 
gravitational force acts on it, and we are indebted to Mr 
Newton again, because his Second Law of Motion is F=Ma 
(mass * acceleration!. Rearranging ihis gives a=F/M. There is 
thus an acceleration on the satellite given by the force acting 
on it divided by its mass, the force being given by Newton's 
Law of Gravity above. Acceleration is just the rate of Increase 
of velocity, but in a specific direction, which In this case Is 
towards the Earth. 

Because we have a satellite which has a velocity in a certain 
direction, and has a force on it. and hence an acceleration 
towards the Earth (which is likely to be a different direction; 
see diagram 11, we have to use x and y components of velocity 
and acceleration. Now, we prelend that the acceleration is 
constant over a small time interval (say DT seconds, where DT 
is a fraction). This means that the change in a component of 
velocity In a time DT is just the component of acceleration at 
that time mulllplied by DT. 

I shall now describe the program, which plots the path a 
satellite will take if placed above the Earth with a certain 
velocity (If still, the satellite will faJl straight towards the 
Earthl. The path will be in two dimensions only as, provided 
the satellite is not moving Into or out of the screen to begin 
with, there Is no force to make it do so. 

Lines 20 to 80 set various constants used. These include the 
position and velocity of the satellite. Line 90 calls a subroutine 
to draw a disc lo represent the Earth. The movement loop first 
uses the acceleration due lo the force of gravity to change the 
velocity (lines 210 & 220), as described In the previous para- 
graph, and then changes the position (lines 230 & 2401, pre- 
tending velocity is constant over the lime interval DT, Finally 
the position Is plotted onscreen and collision with the Earth is 
checked for. 

The approximation of constant acceleration mentioned ahove 
cm a Lead lo problems. If I he calcuhurd ot the satellite is 
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Diagram 1 
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run .sinnoUi il is likely lliat ihis is not the true path, and the 
value of DT used needs to be reduced. 

The box shows exactly how I got the formulae used in lines 
2 10 and 220. but you can ignore this if you want. 

As printed, the program places the satellite above the Earth, 
travelling parallel to the surface below with speed UX. This 
results in a very nearly circular orbit. Changing UX (line 60] 
changes the behaviour of the satellite significantly. Try the 
values 15, 6 and 5. For the latter two DT needs to be reduced 
to 0.2. In all cases the orbit is an ellipse, and the size and 
shape depends on UX. For the value 15 the ellipse is very 
large, and goes olT the screen, giving error 3 [going off i he other 
side gives error 141). When UX is 6. the orientation of the 
ellipse changes as the satellite moves. Reducing UX to 5 gives 
an ellipse which goes through the Earth, so the satellite 
crashes. 

I liaveift mentioned how satellites get into orbit in the first 
place. A rocket, or the space shuttle for American ones, is used 
to accelerate the satellite through the strong gravity close to 
the Earth. You can see why this is necessary by setting the 
Initial position close to the Earth's surface te g. X=(), Y=l 1 ) and 
giving the initial velocity a vertical component (tJY not zero). 
You will find this has to be very large to avoid an immediate 
crash. 

The principles outlined here could be used as the basis for a 
game. For example a satellite could be given rocket thrusters 
controlled by the player, who must guide the satellite into a 
stable orbit. If anyone could wTite such a game and make it 
playable. Cm sure it would stand a good chance of being 
included in the magazine. 

That's it for now, and I hope some of this was interesting. 




FEEDBACK PLEASE! 

I thought that I'd try something a bit different from the usual 
puzzle games but it's quite difficult to know where to pitch this 
article so I would appreciate any feedback through Mallbag. It 
would be useful to find out if you find this sort of material 
Interesting, and whether more or less depth is wanted. 
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1 REH NK**«NXMtt*-M*KKNKMM««KNttKN»»MNM» 

Z REH * URBIT'j PROGRAM 1: SATELLITE * 

1 REM * — * 

4 REH * By John Young * 

5 REH « » 

G REH K HEN ATARI USER - APRIL ■ ?4 * 
7 REH H XXM W M H M H WW W H H M J I WW KH^H W WM WMHh WH 
0 REH 

IB GRAPHICS' a 
IS SETCOLOR 2,8,0: COLOR I 
1? REM 
28 HHAH-200 
36 GH=1OB0B 
4B ft-lU 

sb KB=e:ve_fle 

GO UH-li:UY-B 
70 FT-Z0J0 
00 DT— 8 . 5 
90 CO SUB IBB0 
?7 REH 

L0B H-HB ; Y=Y0 
110 UX=UX : UY-UY 
139 REH 
280 FOR T-0 TO FT STEP BT 
210 <JK = VX-GH»tt»CX*2* Y^ZJ *-* . 5»DT 
2Z0 UY=iUY-&M»Y*tM*2+¥*ZJ*-i . 5*DT 
230 X-K+UX«OT 
248 Y=Y+VY*DT 

250 PLOT l&e+K*00^XHAH , B0+Y*80/XHAX 
2G0 IF 5QHtKAIt¥A2)<B THEM PR J HI "CftA^ 
N! I 1 11 ; END 

2 70 NEXT T 
2B0 END/ 

999 REH g'ltW'l MB3 1 m 

1000 SR-fl*£Q/XKAK 
1010 FOR SY--SR TO SR 
10ZB SH±SBRC5Jt"£-£Y*2. 

1030 PLOT 160+SX* B0+SY : DRAHTQ 1GB-SM,8 
U+bV 

104B HEXT 
10SB RETURN 



INITIALIZE SATELLITE C00ROS 



HOUe THE SATELLITE 



TECHNICAL DETAILS 



Here is the detailed stuff. It is meant to be read In conjunction 
with the main article. 

The force between two masses is given by 

Force = -G*M1*M2/r 2 

The acceleration of the mass M2 due to this force is force/mass, 
so 

Accel, A = -G^l/r 2 

Splitting this into components (see diagram 2} AX and AY 

AX = A*cos T = A*X/SOR(X 2 +Y 2 ) 
AY = A*s;n T = A*Y/SGR(X 2 +Y 2 ) 

Putting in the expression above for A 

AX = -GM*X/(X 2 +Y 2 ) 3/2 
AY = -GM*Y/(X ? +Y 2 P 

(GM is a new constant equal to G*M1) 

These expressions are used in lines 210 and 220 of the program, 
the changes in velocity components being these multiplied by DT. 
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Before 1 a.la.rl Ihe nexl part of the Textpro tutorials I 
would like to thank John Bunting for his letter. He 
wrote to advise on the comment 1 made about the 
Textpro manuals priming progressively further down each 
page. As this can he a recurring problem I will go into it a bit 
further and pass on his advice. 

Two things contribute to the phenomenon. It usually occurs 
when the software uses line feeds to advance the paper to the 
top of next page. The paper in the USA is nearly all quarto (8.5" 
by 1 1 " I unlike ours which is A4 I 1 1 .625" long). Most con' 
linuous printer paper follows the American standard (true A4 
can be obtained, but is rather difficult to find and generally 
more expensive), but single sheet printers in this country are 
more likely to use A4. At the normal 6 lines per inch the US 
paper can accommodate 66 lines while A4 can In theory lake 
f39, so if ^he print commands are made line hy line with no 
page break commands a printer using A4 continuous paper 
will start to print the first lines of the second page at the 
bottom of the first. 

I use A4 paper in my HP Deskjet, and so if my reasoning 
above was correct each page of the printout would be 3 lines 
higher on the page than the previous one, but in facl It 
actually moves DOWN!? So what is going on? Inkjet printers 
have unprintable areas at the top and bottom of the page due 
to the paper handling mechanism (the rollers that hold the 
paper In place). The maximum number of lines I can make it 
print is 67. If IJusl print a sirmgol numbers down the page 
using a very simple one line program: 

10 FOR X=1 TO 70:LP.X:NEXT X 

I get 1 to 64 on the first page and 65 to 70 at the top of the 
second. This is evidently what the document printing program 
of Textpro achieves - two lines short of the US quarto 66 and 
so my printout slips two lines down the page each time. 
There Is one more problem I hat ran beset you If you invest in 
true A4 continuous paper for a printer. The paper length 
( 1 1.625") is not a whole number of sixths of an inch - this 
means lhat there are not an exact number of lines on a page. It 
is 0. 125 or one eighth of an inch out from the line above and 
0.042 or one twenty-fourth from the line below. This can cause 
a print out to wander very slowly tip or down the page, 
probably only noticeable when a multi-page document Is 
printed. 



BACK TO TEXTPRO 



Moving on from the absolute basics of Textpro introduced last 
lime. I have prepared a letter for us to manipulate into a better 
form. I assume that you do not want to learn to type. Just to 
use Textpro, so the bare text of Hit i i n i js on this issue's disk 
as LKTTER.TXT. What I have done Is type the text of a letter (a 
totally fictitious one) without any consideration for format. Just 
typing and putting In a [RETURN] at the end of each paragraph 
and a second [RETURN] where I want a whole line space 
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MOVING 



between paragraphs. If you print it out as it stands It looks like 
figure I, Probably the easiest way to load this is to put the 
Page 6 disk In your drive and type [CTRL]+m. This will list all 
the files on the disk. Use the arrow keys to move the highlight 
onto LETTER.TXT and type [CTRL]+i. 



FORMATTING 



First we need to format the letterhead (as we did last time * 
remember?). First make certain that your cursor Is In insert 
mode. Type [CTRL)+i and look at the top line of your screen. If 
it says "Replace Mode" press [CTRL]+t again and It will read 
"Insert Mode". Now move to the beginning of each of the first 
three lines and Insert [SELECT]-k; to centre them, and at the 
beginning of the date line put [S ELECT) +e to align it with the 
right edge. 

The line lhat starts "Account No ..." is the letter title or 
reference so we will underline It. Move your cursor to the 
beginning of the line and type [SELECT]+li. [SELECT] +e and 
[SELECT]+c only affect the line they are In, but [SELECT] *u is a 
toggle that switches underline on until il is used again to turn 
It off. [CTRL]+z will move the cursor lo ihe end of the line to put 
the second [SELECT] +u in place. 

In the line that starts "Item" we need to put a [SELECTJ+u at 
the start and end of each word as the three words are headings 
for the columns of data following. In Textpro everything is 
underlined including spaces when (SELECT)+u turns underline 
on h so If you do not want to underline spaces It is necessary to 
switch on and oil for each word. Do nol worry that inserting 
the [SELECT]-nj characters upsets the alignment of the head- 
ings with the columns - these characters do not lake space in 
the printing, only on the screen. 

It would be a good idea to indent ihe columns of data from the 
main text. Position Ihe cursor on the line above "Item" jit Is 
Just a "bent arrow' [RETURN] symbol]. Now press [SELECT]+I 
followed by 10 I with no space be I ween I , This changes the left 
margin from Ihe default (5 characters) to 10. This must be 
restored lo normal below the tabulation, so go to the line above 
"Taking them in order.,," and type [SELECT] +15 (not fifteen, 
small 1 and 5). 



SEARCH AND REPLACE 



Enough of formatting, lels go on to something a bit different. 
Search and replace can be a very useful tool particularly In 
long documents. For instance when I was preparing this docu- 





ment I realised that [CTRLJ+ and (SELECT)* would be coming 
up several times, and as my typing skills are not very good 
such unusual characters slow down my progress markedly. So 
1 Just put in ccc for [CTRL]* and sss for [SELECT]+ and then at 
the end did a global search and replace of each in turn. This 
also works with acronyms. You can use the abbreviated form 
while typing and then expand to the full form for the conveni- 
ence of your readers. 

In Textpro there are two ways to do search and replace. 
Global replace is done with [CTRLJ+g. First remember that the 
replace starts at the cursor position and goes on to the end of 
the document, so use two [CTRL]+h's to get to the top of your 
document (HomeJ before you start. Continuing with our letter 
to the fictitious Building Society type (CTRL]+g and the prompt 
"Find:" appears in the top line. Type In ^Indirect" and bit 
[RETURN] (note the capital I in Indirect), The prompt in the top 
line changes to "Change to;", so type in "Direct". Now as soon 
as you hit [RETURN] the search and replace goes quickly 
through the whole document. 

If you scroll through the document you will see that the 
correct action has been taken In the table and the title of the 
Direct Debit paragraph, but there is still an "Indirect" in the 
body text of that paragraph. This has not been changed be- 
cause the search and replace is case sensitive and will only 
find exact matches. Let us change this one using the other 
method. 

Go back to the top of the document. Now type 
[S ELECT] + [CTRL] +f. The "Find' prompt appears a^ain. Tvpe in 
"indirect" and hit [RETURN], Now type [SELECT]* [CTRL] +c and 
the "Change to:" prompt appears. Type in "direct" and [RE- 
TURN], This lime nothing seems to happen, Wc have set up the 
search and replace strings (they each can be up to 30 charac- 
ters long), but the search has not yet been carried out. Type 
[CTRL]+f and the cursor will Jump to the first occurrence of the 
search string "indirect". If we want to replace It [SELECT]+c will 
carry out the change, otherwise another [CTRL]+f will move on 
lo look for the next occurrence, In our document there are no 
more occurrences so "Not found" appears In the top line. This 
method for search and replace is longer and slower than the 
global method that we used first, but it Is much safer as you 
get a chance to review each replacement before it is acted on. 

As hitting [RETURN] terminates input at both the "Find:" and 
"Change to;" prompts you may think that yon ran not search 
and replace a [RETURN]. Fortunately the authors of Textpro 
realise that this would be a very useful feature (and one thai Is 
not available in many other word processors) so they made it 
possible. If you want a [RETURN] in the search or replace 
strings put It in by pressing [ESCAPE] then [CTRLJ+. At this 
stage you may wonder why this is useful - one example would 
be editing a pre-formatted document file from another (non- 
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■ontlily tuuunt ror th* tb^e account sent W m last vuk. I «- 
PJJHM ^ th- fallowing ite** r , Kb or uhicta U described Iji tfMftll 



It™ 
;:r,r:,;j 



1 Jin I vil 
Jan 1*94 
S i«n 1994 
IS Jan 1994 



Description 
TrsnMctlmi 
Standing urd*r 
Pvplicate entry 
thdirert Debit 



THinq thee In nrter:- 



I -lata to qw f tu, 2 j pour^j Tr.neaction eh*r^., i imderotCH* ,t the 
^H«r.«o »y sct-jur.L tuat I would npt hava so u«- r * r .y bank chanu.. 



b«t no aheio* m* ude it tb.t tiee, m rt r hi. it appa.rad now. 
■ ii Standing ar«er 

Second the Btindljig ^rder pay»nt an 5 January - this should bm for an 
«pjnc or is pounds, buL nppeari in t*m itatement ^i\h en addltLon.j 

aeeing tnythij^ about charge* far street debit, in ymii conditions, 
rii Hrono. Aaevuit 



Entry Mm? smbui w hai_ 
*.de in. the j>r.vi«ie tunesctl 
paunda. 

.« Iftdirat Mbit 



y cui:.i-.ir#.rt the 10 poujid paya.nl 

iu^j-.fl. Thie Kh:...:.j L „ tmk b* IB 



tiy i poutMlji. Has this increase ongijuted ( [n the or it Jt v^t 

snotJiT ot yoiif bwkJ(e*|ilj,g errara? ^ y 



lapatienc* and uh eruioyenca, 

yaiue taithTully 



Ibji Pinla/son 



Figure 1. The bare hones' letter as it would 
appear without the ejject of formatting ■ check 
overleaf to see the effect of a few simple commands 



Textpro] source. The source document might have each line 
formatted with a [RETURN] at the end and you want to strip 
these out to make continuous text up to the paragraph end. 
This can be done quickly by the following sequence: 

1 . Search for paragraph ends (usually [RETURN] [RETURN]] 
and replace with any unusual string (say ##), 

2 Search for line ends (single [RETURN]! and replace with a 
single space. 

3. Search for and re -insert the paragraph breaks ([RE- 
TURN] [RETURN]), 



INTRO TO MACROS 

Now we will take a first look at macros. Textpro has a very 
powerful macro capability that allows you to automate the 
things that you do most regularly and 1 will revisit the subject 
In a later article, but this time I will just show you how to load 
and use one of the macros supplied on the Textpro disk. 

First go to the top of the letter again. Now type [CTRLjfV and 
the top lint will prompt Load Macro>D: ". Type NUMBER. MAC 
and [RETURN], this loads the macro. When activated this 
macro scans through the document and if it finds " n " any 

continued 
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where it will replace it with a number in sequence 
from 1 to 50. This provides a handy way of auto- 
matically numbering paragraphs after you have 
completed a document, allowing you to shuffle the 
order n\ paruj^rup] is as much as you like din - 
ing the creation without having to worry about 
rhanglng the numbering, Now you know why ".n " 
is typed at the start of each paragraph, just hit 
ISTART] and watch. The macro first saves your 
piece in a temporary file TEXTPRO TEM so if any- 
thing goes wrong you can get it back. Then it goes 
on to change each .n to a number Scroll through 
the letter and you will see the numbers in place. 
You may have noticed that the NUMBER macro 
disables the Help system. This is because the help 
is itself a macro. It can be restored bv [CTRL] + v 
TEXTPRO. MAC- 



PAGE BREAKS 

Before you print out your text it is best to look at 
the page breaks to make sure that you are not 
splitting the text at a bad point. Take your cursor 
to the last line of the letter and hit [CTRL]+w 
(where am 17), If your letter is still the same as 
mine after all the changes the lop line on your 
screen will show "Page 2, Line 20". This is where 
the cursor position will appear on the printed 
page. Go up to the heading "4 Direct Debit" and 
press [CTRL]+w again. This lime you will get "Page 
L , Line 56". Line 58 ts the last line on the page and 
line 6 the first line of text on the next page with 
the set up (hat we have, so we are now just above 
the end of the page. You can move the cursor 
through the text to find the last word on page 1 
I [S H I FT] + [RIGHT ARROW] will take you along a 
word at a time). I make the last word "by" in 
increasing hy 4 pounds 

It would really be better if the whole of paragraph 
4 was on the second page. Move your cursor 1o I hi 
start of the line "4. Direct Debit .," and type 
[SELECT]+n - this forces the end of page. If you 
move your cursor down to the bottom line of the 
document and type [CTRLJ+w again you will gel 
"Page 2, Line 23" showing that 3 lines have been 
pushed down from page ] . 



4 0 Round stone Crescent 

East Free Con 
Vest Sussex BN16 1DQ 



The Manayur 

Kooly National Building Society 

ftustinytun 

Vest SUMW BN00 1ZZ 



JO February 1994 



Dear Sir. 

ACCQU1TT Ho IFgfl765d3 

1 write to enquire about some anomnli*?^ which I havn nuLL^ed in the 
monthly statement tor the above account sent to ne last tobL I an 
puzzled by the following items, each Of Which is d*seribed in detail 
Later. 

Description 
Transaction charge 
Standing order 
Duplicate entry 
lnirect Debit 



Item 

c:c: i 



Ddt-j 
L Jdn IMi 
5 Jan 1994 
B Jan 1994 
16 Jan 1^4 



Taking then in ardi*r:- 
1 .Transaction Charge 



I understood at the 
pay any bank charges 
know that the balance 



I wish to query the 25 pound Transaction charge 
time opened my account that I would not have to 
if I kept the account continuously in credit, 
did dip biiluw j.v.tu far ,i tlay during the last account L ng period, 

but :kj ch.irgm vm; aadn .it that tiw, so why has it appeared new. 

2, Standing Order 

Second the standing order payment on 5 January - this should, be for an 
amount of 15 pounds, but appears in the statenent with an additional 
15 pence added. Is this a "hidden" bank charge? I do not recall 
seeing anything about charges for direct debits in your conditions. 

3, Wrong Amount 

Entry 001 2 seens tu have erroneously duplicated the 10 pound payment 
wade in the previous transaction (00133$). This should in fact be 18 
pounds, 

4. Direct Debit 

Finally the direct debit has changed froti enrlier months, incrnasing 
by 4 pounds, hat; this increase originated from the pay** or is it yet 
another of y DU r bookkeeping errors? 

I await your investigation and reply of these questions with 
impatience and some annoyance, 

Yours faithfully 



Ian Finlayson 



Well. I must end here, Although this article 
seems to have grown very quickly, I have not 
covered as much ground, as I expected. I am find- 
ing Textpro quite a complex word processor, but 
that means it Is also very capable and can be 
tailored to suit a great variety of needs, If yon have had 
particular problems with Texlpro please write to me anri [ will 
try to solve them for future articles. 

My address Is: 

Jan Finlayson, 60 Rounds tone Crescent r East 
Preston, West Sussex, BNL6 1DQ 



Figure 2. The letter after the formatting commands have taken 
effect. Note the centred headings, underlining, indentation and num- 
bering of paragraphs. The page break occurs before heading number 
4, although we have put the two pages together to save space 



TEXTPRO is available from The PAGE 
6 PD Library at the regular price of 
£2*50* Send a cheque or postal order, 
or order with Visa or Access, to 
Page 6 f P.O. Box 54, Stafford, ST16 1TB. 
Telephone 0785 213928 
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XL/XE PROGRAMMING 




by David Sargeant 



A programming tip for fellow Atarians - always save the back 
Issues of New Atari User, they can give useful hints on future 
programming projects. There was an interesting arliele in 
Issue 45 from Ian Fmlayson about screen flipping. This pro- 
vides a way of storing more than one screen image in the 
computer's memory and instantly flipping' between these as 
they are needed. A similar technique can also be used to flip 
the text window. J originally developed this to make menus 
instantly accessible, but you might find other uses. Here Is a 
short program to demonstrate my meaning. 

DEMONSTRATION - This just shows how to print text to 
the main screen. Note the use of the PRINTS 6 command. 
Although this screen is used for text, the computer regards 
this as Graphics One. Text does not scroll as in a normal 
screen, so be careful of printing outside the borders. 

CHANGE MENU - After the menulng system has been 
initialised, it is all controlled by the variable TWINDEX with 
the range of 0-2 lo indicate one of the 3 menus In the system. 
This variable is used to access the array TEXTWINOOW to find 
the high byte of the storage address for the respective menu. 
I the low byte is always 0|, These 2 bytes are then copied to the 
text window pointers in the display list which has the effect of 
the menu being displayed instantly. 

INITIALISE - Throughout this initialisation routine the 
screen display is turned off by storing 0 in address 559. It Is 
turned on again by storing 34 in the same address, 

RESERVE SPACE - The text window in a graphics mode Is 
In mode 0 and requires 160 bytes (40 bytes per line, 4 lines I. 
There are 3 menus in ihis demonstration and L want to use a 
page for each, so 3 pages need lo be reserved behind RAMTOP 
for this, 

CHANGE DISPLAY LIST - For this demonstration l need 
a main text screen of mode 0 proportions (20 rows, 40 col- 
umns) and a normal mode 0 text window (4 rows, 40 columns) 
for menus, I have chosen to adapt a standard mode 12 screen, 
it is really for multi-coloured text, but It gives the right number 
of rows and columns and it automatically provides a text 
window. Its display list can then he altered to print normal text 
by changing it to Antic mode 2. 

SET UP MENUS IN TEXT WINDOW For each menu 
in turn the high byte of Its storage address is copied to the 
array TEXTW1NDOW and the text window RAM addresses 
660,661 (text window equivalents of HH,#9) are updated. The 4 
menu lines are read in turn from the data statements and 
stored by setting the cursor to the top of the text window and 
printing In the normal way, After the menus have been pro- 
cessed, the variable TWINDUX is set and the menu displaying 
sun-routine is called to begin the demonstration. 



wo i 

ZH 2 



REM *HH**h 
REH * 



jHHHH U l M HE N KK Jl l tMM »«*HHHHt 
INSTANT MENUS « 
by David Sargeant * 

-. ■ » 

REH * NEH ATARI USER - APRIL " 94 * 



YZ 3 BEN * 

SO 4 HEM * 

LO 5 

Iff 5 REN WM WW M M M ! 

MM 7 MIH 

gl 14 got d zaeefl 

UH 18Bft REM 

UP IBIS POSITION 5,2:7 ttfr;" 



Hl_ 1628 POSITION 12,6:7 H$;"6eHOfiStrat i on 
ii 

MM 183ft IF PECK £764) =26 THEN POKE 764,255 
i HE TURN 

CM 1849 IF PEEK (7641 =33 THEN POKE 764, 255 

:G05UB 10868 
00 lOSe GOTO 1838 

an LWifl rem MIEKMWISD] 

OS 18618 TUINDEK=THINDEH+1:IF THIIIOfcX>2 T 

HEN IHIHDEH-6 
MV 18828 THHI-TEKTtilNDOHCTHIHDEX) : POKE 01 

XST+26,0 : POKE ©LIST+27 r THHI ! RETURN 
FB 28888 REH lIFiTTM J-EIr! :M '.MX -T:H 
6B 28816 GOSIIB 25886 : REM Initialise 
55 28828 GO 5116 1600; REH P«wofkstration 
UU 28836 PBKE 559,8:PDKE 166 , RAMT6P : GRAPH 

ICS 8 : END 
GE 26866 REM EMiDIBfl 
TK 25816 REM I f U TJ'f H Mi 1 

ZG 25826 GRAPHICS 12 i POKE 559 j 6 : RAMI OP- PC 
EKC166) 

BZ 25838 HEHUS=RAHT0P-3 2 POKE 186, MENUS : UK 

APHICS 12: POKE 557,6 
ES 25040 5ETC0LOR 1,8,2: SET CO LOR 2,6,6:SE 

T COL OR 4,9,2 
MJ 25658 POKE 8 2,1 : POKE S3 ,3?! POKE 752,1 

BT 25078 0LI5T=P£EKC568J+256*PEEKC561J 

JZ 25688 POKE DL 1ST * 3 , 66 : F OR 1^6 ID ?*:Po 

KE OLIST+I,2;HEHT I 
IR Z'jfl'JH RIM 



. t j .hlbii, mAnmriiiT . t.v 

KU 25198 DIM TEKTHIHDOU C21 , LIHE$ ClfiJ 

VF 25116 FOR 1=2 TO 6 STEP -1 

PR 25128 PA b f • ME HU 5 + 1 : TE K T HI N 0 0 M CI 3 -PAGE 

CM 25130 POKE 568, 8: POKE 651, PAGE 

TE 25146 FOR J = 8 TO 3 : REAP LIME $ : POKE 656 

,J:POKE 657,1 it LINES ;:NEKT J : HEKT I 
MR 25156 TlrLTNDE H= ? : G05UB 16688 : REM 5*t fi 

im Menu 

SN 25156 POKE 559 , 14! POKE 764 , 255 ; RETURN 
OT 36668 OEM 
IS iQUia PAT A 



ZM 3aa28 t>AT A I Menu 03 

neKi Menu I 
UO 38638 &ATA | 




JO 38048 I? ft I ft 



ji 38050 Data 



ZI 38866 DATA 1 Menu «2 

next Menu I 
UE 36876 DATA I 
I 

KE 36960 DATA I 



ii J-.U-J to show 
to e*it 



JV 38098 OAT A r 



MT 38168 DATA I Menu tti 

ncMt Menu I 
UJ 78110 DATA | 
I 

JJ 38126 D AIT A » ™ 
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contact... contact... contact... contact 



FOR SALE 



FREfc, ADVENTURED I; After my 
firs! adventure. The Cawe, I now 
present my second adveftfure wrrt- 
ten for tne Alan Classic. "Ye Oldc 
House' . To receive a copy cotrV 
plasty Tree of charge, sand a rf*s>; 
with 5AE lo Mr. John Foshetl, 26 
Auckland Road. Kingston- upon- 
Tharnes, Surrey KT1 JBG 

CASSETTES; Al.xri games., all at 
C 1 .SO each : Yogi, Nmja. conwnan- 
do. Mamn Bros tcartj, Rive* Raid 
<cart). Green Beref Super Huey. 
Mercenary 1.AII cassettes and 
loads more. Will doe.1. Mr. M. Ben- 
nefl, Souih Lodge, WWtewebbs. 
Park, ClayHill,errf*ld.Middx. 
EM? 9JN 



SOGXL SYSTEM: fiDOXL. 1O50 
dish drive. 1 01 □ recorder (may 
need arhenlion) Software consisl? 
of Fields of Fire, Leatterboard. Tri- 
vial Pursuit, Silicon Dream*, Zonk 
1 . Ueadhne Eastern Front. The 
Pay-OA and various other Alar i 
Ifeer disks. CI 00 for the lot! May 
be aJble to deliver in Yorkshire or 
the Morth-Eaat. Can Eric Watson 
Hi CSW 770751 

XE SYSTEM: 130XE *Hh Ultra- 
man and Centronics prime* inter- 
face butfl in; 1050 disk drive wrm 
Happy built in. 1010 caBsette re- 
corder (rr^iaWe Japanese made 
unit). Complete System including 
manuals ar*d original games on 
cassette and dish All in good con- 
dition, can be shown working, 
rnoor near offer. Ptease phone 
Ian lAtoaman for more delays, on 
Lincoln (0B22J 54€145 (Sundays 
oniyr 

GAMES & STUFF: A number of 
Alan Classic cassette games from 
£1 each. Or buy the lol for £30 - 
will swap for S50 interlace and ST 
to XL cable. Midimaster. ES (hardly 
uStdJ Many Atari ST games for 
saJe including Star Wan, Gauntlet, 
Midwinter. Carrier Command irorn 
£3 each - the lot 'or £35. AJiO 
need 1o clear oul my ST mags. 
Send SAE lor ttsla to: David 
Davies, Pen-Tyddyn. Capel Coch, 
Llangefni. Anglesey, Gwynedd 
LL// 'LfR ■ or e-mail mo un 
MBlTOC9006(^new.ac .uk 

CLASSIC ATARI SETUP; S00KL 
CliSk drive XF551 1ape drive XC1 2. 
Cenlronits- printer cable with inler- 
face. All power packs, DOS 2,5, 
□OS XE. MYDOS, Mini Office II, 
Atari Toolkit, A1ari Writer, Turbo 
Basic and a number or Page 6 
disKs. Vanous manuals. £125. 
Derek Shipley, Id Hester Place. 
BurnTiam-on-Croijcn, Essex.. Tel. 
0621 764747 



XL SYSTEM; 8O0XL. 64k. 1 Q50 
disk drive .1010 snd XC 1 2 tape 
decks Excellenl condition . leads 
and manuals supplied. £70 one. 
Software (over 100 games I Page 
0 and PD) lor above, all Original on 
disk/cass/ROM, £60 ono. Technic 
al Reference Manuals, £l D: De Re 
Alan, CIO 1? assorted Alan 
Books, £20 ono 93 assorted Aten 
User/ Analog/Page 6 mags. ds. 
Will accept £ ISO for the IM. Tel. 
Nottingham <060?} fl21fl79 

RARE AMERICAN SOFTWARE; 

All the games mentioned are com- 
plete with manual and box. Most or 
them are very rare, moreover they 
ara brand nBw, most never used! 
Mountain King (ROM), £6; World 
Karale Championghip (Epyx dek), 
£6; Super Huey (Cosmi disk}. £4; 
Fun With Art <Epyx ROM) E6. 
Pharoan's Curse ^Synapse cass ). 
C4. Gtvostbusters (Aclivision dis^j. 
>'~\ Zaxaon |orig nal Dalasofl 

O If you choose two terns 
or moro add £1 and you'll receive 
according lo your choice. Ninja 
(American disk version) or NibWer 
(disk). European postage « 20% of 
total order, packing is free. You 
can pay by hiding sterling noles in 
a 5.25" *sk. its much laslcr 1tvan 
normal P.O. or you can wrrte me 
first 10 chef* the Hems you want. 
Bertheurt. Pierre-Andre. 9 Rue De 
La Tour. 75116 Pans, France. 

CASSETTES; Ovo* 50 cassettes, 
vamus games old and mw 10 
Old Atari User magazines. £25 
inc. poslage Phone Jason on 
Q77R 42Ej4D9 



GAMES CONSOLE: Large version 
2600 games console in great con- 
dition with rare H E RO cartridge 
and Donkey Kong, Siargale 41*6 
Defender). Pacman PhoaniK, Mini- 
ature GdH and Combat. One Aiari 
joysttcl! All for £17 (inc. p&p] Also 
XUXE sorrware on cassette, disk 
and ROM. Send SAE to Dan 
Bavargtock, 1^9 Mackie Avenue, 
Patcham Briqhton E Sussex BNi 
8SE or phon* {0273} W3030 

XE SYSTEM: 65XE. XC12 recor 
dar (Turbo), £ joysticks, 1029 prin 
1er, a tew games end Alan Writer 
(Turbof All manuals and boxed. 
CiWuriu MiiysiJlif I'hn-.ft rifiOli 
635431 . S. Devon 



VARIOUS: 1QS0 disk drive. £75. 
lC 1 0 recorder. £10 vgc with instr. 
Offers for Page 6>MGw Atari User 
Issue 1 1016, 17 to S9wtth disks. 
Aiari UAOr VOL 1 10 4. Ant* Vols 1 
tD 4£ various, Analog Nos, 12 to 
AS. Can deliver locally, olNjrwise 
bjuyer pays postage. Phone John 
fTunbndge Wens) oes 12 6632a 1 
lor derails ol books and software 
also available 



HARDWARE S- BOOKS: Of ers 
please invited for' 600 Utted with 3 
16k RAM boards and 1* ROM. 
CX853 spare memory board; set 
connecting leads. ? transformer 
units; 410 recorder; 25 C15 cas- 
settes; 2 Joystick controllers 
(boxed); 4 Basic carlndges. 
Assembler Ediic Cartridge fi 
docs; Graph-It cassettes & docs; 
Pacman ROM. Alan 400/UUO User 
Manual; 40GV900 Hardware manu- 
al; 4QO/$oo Operating System 
Source Listing. 400,'BCIO Technical 
Reference Notes; De Re Atari. 
400/800 Basic Reference Manual. 
1 1 drfretenl boohs on the Alan inc. 
Mapping and Your Atari Computer 
Arthur Ayhetf. 1 B Lynwood Chase, 
Bracknell Berkshire RG12 3JT 
Tel. 0344 SA460 

PRINTER; 1029 printer, excellent 
condrtjan wflh manual and soft- 
ware, £50. Phonemark cassehe 
deck, £10. Loads of cassette 
games. Send s.a.e. for full list 
Disk adventure Enchanter from In- 
locom. original DO* and docu- 
ments, £10. Harry. 30 Framliekl 
Road. London Mb 1UU. Tel. 0B1 
801 2969 overlings 

XE SYSTEM: fihXE with XC 12 re- 
corder (with High Speed Rambrt 
upgradel, 2 joysticks, over BO 
games on FtOM/cassetle, NAU 
mags 31 10 66, AtariWmer end 
Basic Tutor '1 ' (includes program 
ming literature and software) . All 
items boxed and *i immaculate 
condMbon £120 0 n 0 Tel. 0782 
516200 (Sloke-on-TrentJ 

COMPUTER/DRIVE: Atari t30XE 
ard a Happy Disk Dnve (i05O) for 
sale. 1 won to sell it for £400 sterl- 
ing inc. postage, if someone is in- 
teresled either wrrte 1o me, Paul 
Farruiga. at 1 1 St. Paul Streel, 
Luqa. LQA 03. MALTA or contact 
me on the pnone at tmbB 600706 
between 8pm and 10pm Sunday to 
Friday and from 2 30pm to 4.30pm 
on Saturdays 

XL SYSTEM: 3O0XL plus 1050 
disk drive, boxed, all cables and 
manuals, Two systems £65 each, 
one with primer interface ether with 
joystick. Tel. Macdesfteid 
501534 

X E'S: Three Atan 65XE's as new. 
£20 each or three for £55. One 
Aiari 6SXE. sNghl Fault, £10. Power 
Supply, new. CIS". Tel. 0203 
501404 



WANTED 



SOFTWARE; Archon II. Winter 
Events, Winter Olympiad '80 and 
Hawkqgesl on disk. Phone Jason 
un Q778 4Z&4D9 



WANTED URGENTLY: 2ork II Dr 
Speilbreaker by Inlocom. Originals 
only ptease I wB pay E5 each or 
will exchange lor dis* game* - 
arcad* or advenlure. Contact Mark 
Stinsonon 0952 641360 or at 7, 
Ar I ,rie Wellington, Tallord 
TF1 2LT 

FLIGHT SIMULATOR II: Complete 
set of manuals 1or fl-W version 
warned. Reasonable price paid 
Write to N. Henry, 3 Coral Ctose. 
Ballinagarvey. Ballymorrfty. Co. 
Artlrim, BT53 7PH 

SOFTWARE: I am looking lor 
Broderbund's 'Karalotj on ROM. 
'Koronls Rffl' from Lucasfilm, re- 
leased by AdiviSlon In 1965 on 
*sk and Tynesoft'S Winler Olym- 
piad S6' I win pey generously for 
all, especially Karateka, in good 
condilion (bO«. instructions etc ). II 
you have lham bul they aren'l in 
graal oondition. phor'Kj and I Shall 
still buy for a lower price Dan 
Baverstock on Brighton (0273) 
883630 

INTERFACE; Cheap 050 interlace 
and ST 10 XL cable wanted. Wn(C 
to: David Davies. Pen-Tyddyn. 
Capel Coch, Llangelm, Anglesey. 
Gwynedd Li.77 7L«R - or enmail ma 
on MBlTDC330C(a-.i.f* .v. 

POWER SUPPLY; 1050 (UK) 
PSU, must be working and in good 
condilion. send me offers including 
pAp. Contact Mi. A. Mcintosh. 21 
Roman Road. BonnyOridoe Stirl- 
ingshire. FK4 2DE Scotland 

SLACK MUSIC COMPOSEJfl: Has 

anyone written any music files for 
'Black Music Composer' and can 
anyone tell me il there is a version 
that is MIDI compatible. Contact 
Mr. A. Mcintosh 21 Roman Road. 
Bonnybridge, Stirlingshire FK4 
2DE Scotland 

REPAIRS; Wanted person or com- 
pany lhat can repair and service 
my Atari 6-oit equipment, must be 
cheap end rekable or does anyone 
have 1he OlO-'i 05O-' 1 029 haidware 
technical manuals, either original 
or photocopy for sale 0* can lend 
me a copy. Conlad Mr. A. Mcin- 
tosh. 21 Roman Road, Bonnyb- 
ridge, Siirtingshnre. FK4 2DE. 
Scotland 



TOUCH TABLET; Alan Touch 
Tafilel with AlanArtisI cartridge. 
mus1 have proleclive nylon sheet 
over taWet surface (e g. good con- 
dition wflh all pixel sensors func- 
lionmgk Phone TunOridge WeRs, 
Ken1 I0892t bflgrSO any time 
(answerphone) . 

TUTORIALS: Atari language lulo- 
riel lapes wanted, eg Conversa- 
lional English. French. Spanish or 
programming tutonals wflh casset- 
te based speecH. Phone Tunbndge 
WeltS. Kent (0692> S49780 any 
time (answarphone) 

TOUCH TABLETl Wanled Touch 
Tablet for 800XL. ROM cartridges - 
AtenWritar, SpartaDos otc Phone 
Alan TurnbuB on 0670 822492 

CHIP: Wanted Con/lroller ch* No. 
0025963 for upgrading Atari 65XK 
to 130XE. Also Happy chip -^l 1nr 
upgrading 1D60 disk dnve. Tel 
0203 501404 



PEN PALS I HELP 



PROGRAMMERS CLUB: The 

Atari Classic Programmer's Club 
needs more members I you warM 
help 1o get ihe most out of ihe 
Atari, then join us now. Member- 
ship fees to suit most pockets. 
Also Ihe chance to wrile your Own 

: nfirf:ial software f'om desig n^ 

already laid out. with graphics and 
sound provided- For mfo, send an 
SAE to ACPC. Pen-Tydcfyn, Capel 
Coch, Llangelni. Anglesey. Qwynedd 
LL77 7UFI. You can •■mall US on: 
MHII DCfl306^'newi.ac uk 

PENPALS: Wanted ALari F3 brt 
penpals wtlh a disk drive. I have a 
256k Alan 800XL. 810, Quad 1050 
and 1029 printer, abound 500 
disks, most OT Page 6. Aiari User, 
Monitor, N.A.LL TWAUG and 
some Antic and Analog mags, 23 
books, into programming lan- 
guages like 'Assam*!/. C , 'Pas- 
cal'. Turbo Basic", enfoy FRP 
games hfce Urlima and Ihe like anc 
some arcade games. I am 27, 
single and unemployed. I have had 
an Atari S-ftit smce 13S5. Contact 
Mr. A MclniOSh. 21 Roman Road, 
Bonnybridge, Stirlingshire. FK4 



CONTACT la FREE of chartf* In subscribers and may hr uxrd 
fay any iHmtitLf Atari cnlhuslul l«r contactliiC other own' 
era. Any miiicr may be included es^rpi lUrii* offering wrft- 
ware only f«r sale ar exchange or tho«e nlTerine items for 
sale commercially. Tfa* tutor reserves thr right to omit or 
edit any notice received a.t bin dlscresioTi If xpucc Li UjSit. 
notices may be *hnrr.cn*d and addresses miy lie umiited 
with only telephone: nuffibers belnal published . 
&end your CONTACT notice to CONTACT. PAGE 8, P.O. 
Box 04. St*rTnrd, ST IB lDft. Plcxae write yuur liotlcf on 
a Bep*r/B.te sheet of paper, not n* pan nf a letter. 



FOR SALE ... WANTED ... PEN PALS ... ADVICE ... HELP 



STILL SOME DUST COVERS LEFT 

AT ONLY £2 each! 

We still have quite a few dust covers left for the less common equipment, so this is 
your chance to get it covered for nominal cost. We DO NOT have covers for 800XL, 
XE models or 1050 drives but you may be lucky with the older models of computers, 
drives and cassettes. We DO NOT have covers for Atari printers or Citizens but you 
might be lucky with Epson, Brother, Panasonic and Star printers and one or two 
others. Give us a ring and we'll tell you if we've got the cover you want 



PHONE PAGE 6 ON 0785 213928 - they cant last forkvek." 
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RESCUE ON FRACTULAS 



ZROMS 




ROM 
CARTRIDGE 



One of the all time classics available again. 
You need to rescue the Ethertorps pilots stran- 
ded on the planet Fractules by flying your 
rescue craft in through the mountains and 
completing the tricky landing, You don't have 
long as the pilots will soon die In trie poiso- 
nous atmosphere. Designed by George Lucas, 
of Star Wars fame, and regarded the turning 
point of noma computer game design Part 
flight simulator, part arcade shoot, totally 
addictive, totally compelling. 

OUR PRICE £7.95 



AVAILABLE AGAIN! 



A lot of the games that long time owners regard 
as the original classics have been unavailable 
for some time but we are delighted to be able to 
bring you, once again, a selection of those clas- 
sic cartridges - including some of the best 
games ever for your Atari. If these games are 
not in your collection, your collection is not 
complete. And if you are a new owner these are 
guaranteed winners - grab a couple today! 





ROM 
CARTRIDGE 



The year is 3097 and you are the contes- 
tant in the most competitive and by far 
the most popular sport in the universe. 
Jump immediately into head -to-head ac- 
tion against a friend or hone your skills 
against a selection of Droids. Either way, 
you're in for the match of the century! 
Excellent graphics and split screen ac- 
tion have made this one of the Atari 
classics. 



OUR PRICE £7.95 



LODE RUNNER 




ROM 
CARTRIDGE 



Back again, but only Tor a short time. One of 
the most highly rated and challenging platform 
games of all time thai let's you play forever! 
Uniquely tor a ROM game, Lode Runner allows 
you to create your own games and levels, if 
you have a disk drive, with lis built in editor, 
Bun, Jump and blaze your way through the 
catacombs in 75 challenging level a before you 
start to design your own. Sure to be in great 
demand hut we only have a limited stock. 



OUR PRICE £7.95 



TENNIS POLE POSITION MILLIPEDE 



Forehands and backhands, driv- 
ing approach shots, angled vol- 
leys, overhead smashes and 
tricky lobs ■ you've got all the 
strokes in Tennis I Plus a wicked 
serve that goes where you want 
It Here's the action packed game 
that challenges you to play at 
your best- Play singles against 
the computer or another player 
or doubles against another play- 
er. Either way the action is feat 
and furious. 



ROM CARTRIDGE 

OUR PRICE £6.95 



Everyone has heard of Pole Posi 
tion, the racing game that In- 
spired almost every racing game 
since, It may be the original and 
some other games may have 
added features but Pole Position 
still retains its challenge after 
many years, One Of those games 
that has exactly the right balance 
of game play and graphics to 
make it a classic that will last 
forever. If it is not in your collec- 
tion, make amends now while It 
is still available 

ROM CARTRIDGE 

OUR PRICE £5.00 



Creepy crawry bugs like jumping 
spiders, buzzing bees, bouncing 
beetles, mosquitoes, dragon I lies, 
inchworms and earwigs have in- 
vaded your garden patch - and 
you've got to blast fast to get rid 
Of them! But watch out! The mil 
lipedes are the most Insidious in- 
sects of all! Fast action graphics 
and real bug sounds make this 
game just like the arcade smash 
hit. Uses Joystick or TRAK-BALL, 

ROM CARTRIDGE 

OUR PRICE £5.95 



JOUST 



In days of olde when knights 
were bolde - they never saw 
anything like thisl Vou don 
your helmet, hoi at your lance - 
and mount your ostrich to do 
battle with the evil Buzzard 
Riders In deep space! Pter- 
odactyls to the right of you, 
alien eggs to the left - learn to 
fly so you won't die so very far 
from home. All the thrills of the 
arcade game for one or two 
players. 

ROM CARTRIDGE 

OUR PRICE £6.95 




Thi original basketball game gets bock to basics but, like Ihe VCS version. Is lot* 
of Tun. You tan dribble, shoot, pass, block shot* md even mike ate a Is. Five- 
different game variations allow up to tour players to compel* Cfl Ihe 4O0/SM and 
two on the XLjXE. Somalimea. likft lh* early games, simple graphics can mean 
addictive play arto a id or tunt 

ROM CARTRIDGE 

OUR PRICE JUST £4.00! 



MANY ITEMS ON THIS PAGE ARE 
NOW IN LIMITED SUPPLY SO WE 
ADVISE EARLY PURCHASE 

see ALSO OGRE and BATTALION 
COMMANDER ON DISK overleaf 
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OGRE 



r software 



BATTALION COMMANDER 




DISK 
ONLY 



Challenge Hie Ogre, * CvOf rietlc Hup*rtinls program- 
med lo coldly annih'tsle any1hiii>g in it* palri. Set on 
31 tt eentufy battlelidd*. this -game of Atralegy Is for 
cither one or two playtf S- Conventional forces such as 
nuele*' anmad tanks, speed vehicles, howltiera and 
infantry mu;l be skilfully deployed to dcViid ? com- 
mand post- The compoBiliort arm placement of wnlls is 
critical in destroying the Ocjra wMch Has multiple 
weapon systems arm thick armour plating. Ogre is an 
adaptation of a W ell-r^p«ted board game and will 
appeal 10 all strategy fan*. A game editor it Included 
lor lasting appeal. 

OUR PRICE £6.95 




DISK 



NOW ON DISK! 

An exciting real-lime tactical game with you aa 
lieutenant colonel in charge of an entire armoured 
battalion. C boose from five different scenarios from 
p traininq mission against a Soviet lank battalion to 
lough alignments against the Chinch Vou can 
adjust the relative strengths of your lorces and the 
opposition and choose from 40 different terrain 
maps and five different scenarios. Enough variety lo 
last for years! 

OUR PRICE £5.95 



FIGHT NIGHT 




ROM 



Fight Night brings you alt the thrills of the 
boxing ring as you face five of the most brutal 
fighters ever, Its five separate battles ire total 
war with relentless action. The Boxing Con- 
structor Set allows you and your opponent to 
create your own perfect boxers, selecting sta- 
mina, inteiieci and style. Train, spar and step 
into Ihe ring to pit your perfect boxer against 
the computer or another opponent. For one or 
two players 

OUR PRICE £7.95 



FOOD FIGHT 




Charley loves to eat. One day he visns the 
carnival and heads iff eight for the Food Fight 
contest Help Charley hurl mounds of fabulous 
food at disgruntled chefs. Spinach, bananas, 
tomatoes, watermelon will be thrown about as 
you try and make the chefs retreat. You are 
after the giant ice cream cone that awaits II you 
make It across the screen. Enjoy the fight ... 
and the mess! 



OUR PRICE £7.95 



CENTIPEDE I ASTEROIDS | ARCHON | HARDBALL 



Imagine you live In an en- 
chanted mushroom patch til- 
led with bothersome bugs. 
Get those Centipedes with 
your bug blaster. Watch out 
for the spiders, fleas and 
scorpions, they all have 
magical powers - and they 
are after you? 1 or 2 players 



ROM CARTRIDGE 

OUR PRICE £5.00 



Asteroids surround yout Use 
your photon cannon to de- 
Tend your spacecraft from a 
field of asteroids. These 
enemy asteroids become 
progressively smaller swif- 
ter and more dangerous. 
Watch out for enemy saucers 
too! For 1 or 2 players. 



ROM CARTRIDGE 

OUR PRICE £5.00 



A unique battle combining ele- 
ments of fantasy with the strate- 
gy of the chessboard, Vour men 
represent the forces of good and 
evil and when they each occupy 
the same square the board 
bursts Into life with banshees, 
goblins and sorcaresaes, They 
cast spells, throw flames, even 
take on each other's shapes and 
characteristics. You can play the 
Light or the Dark either alone or 
with another piayer. A totally uni- 
que game. 

ROM CARTRIDGE 

OUR PRICE £7.95 



All trie I brill s of American baseball 
can be yours on a summer after- 
noon in the bellperk. Sit behind 
home plate, along the left Held line, 
down the right field line or join the 
manager in the dugout, Look over 
the pitcher' 9 shoulder as he ihrows 
the next ball- You control a 11 the 
action of the batsmen, pitchers and 
fielders as you try and battle your 
way to the top of the league- An 
exciting genie lor one or two 



ROM CARTRIDGE 

OUR PRICE £7.95 



ONE ON ONE 



Play basketball with two of America 1 s 
top players in this great sports simu- 
lation which features realistic offen- 
sive and defensive moves, fatigue fac- 
tors, hot streaks, a shot clock, even 
instant replay and a shattering back- 
board! Like the game of basketball 
itself, One-on-One rewards you tor 
playing with your head as well as your 
hands. Master the joystick moves, 
sharpen your timing and hone your 
refleaes. Jump! Shoot! Score! 



US 





ROM 
CARTRIDGE 



OUR PRICE £7-95 




ROM 
CARTRIDGE 



2f* 



American Football is a big craze in 
this country and you can now play at 
home. Outsmart the defence, pass 
with amazing accuracy, run with 
speed and agility, make tackles, select 
offensive and defensive plays and 
more. You can take on the computer 
m a practice game or challenge a 
friend to a dramatic video bowl game 
of your own in a packed stadium. All 
the thrills of the gridiron 

OUR PRICE £7.95 



SO 
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20 NEWLY FEATURED CASSETTES 



YOURS FROM ONLY 95p EACH INCLUDING POS1AGE 

Prices start at £1.95 each and reduce according to how many you buy ... and 
you can mix these with our regular cassettes shown on the inside front cover 
Now you have OVER 40 cassettes to choose from! 



TWILIGHT WORLD 




worm Equipped with it* 



IhrOugh each otttia 
■ way. a gam* fro 



daylOus In- 




AZTEC CHALLENGE 

At the ancient Ha* tew pyramid <A Tanoctrtitlan 
the Axlsc gen!* |\ay* de-mended n human aacrl- 
Nca, You are nnt of tha ehottn 1 Your only hop* 
□ r newt is (o turvive e icrim or r.n»1s If) 
Which »0ur agllrty and ftirflhn are pushed 1a 
Ihs llmltf. Dv«r the centuries your r*ca hit 
d*v*lopad imi7ing BblUheS In ng lumping 
and iMpIng - your only ch*nt* 6 r surviving th* 
*P c r 




FRUIT MACHINE SIMULATOR 

Cod* Masters version of 1ht hull nac tunc than 
fh*y Claim is 1ho hrat r*ftl truii mBchinej ilmyl*- 

iw. FflQjnyudn^iJ^kui^r&ni 

C'ln*. Winning Slnuk, £p*h Gamble. MDldi 
•nd Ma«* rtotda. Skill Chanc** *„d Party Tim. 





MICRO RHYTHM 

Mlcrorhyihm c-onv Ml i your computer Into e 
pfogr&rnmenle drum oyer^m. All ot Ihe realltUc 
drum loundi wart digitised using the R*p!ay 
sampling ny dt*rt, end eight drum sound* Can 
be arranged ft M differem drum pe Herns. 
Annoy tha i 
fell! 



LEAGUE CHALLENGE ■ 

Mpnag* yam favourite loottMll iHm your way 
Ho mor* matches Ion bacaus* Cl* manogar 
chasa lhf, wrong loam of played 4 wrong tarn- 
blrullon Now It's your chsnc* h. go | ar [hvi- 
algn On* Or win the league end Cup double 
VWi may evan find tlx manager's ,ob t* harder 




DARTS 



Step up IB 1he Dcha a -,U *n|0* all of the fljn 0« 
COrtlpmHlan dart* Iha| Includes rhrea den 
g*m„ tor She prlca gr Oh*. A crmci of 1ti*e* 
popular anrm,,: 501. Hagnd eh* Dojrd and 




PHANTOM 



£cnve(hlng si rang* Ma? b*an happening, aoma- 
Ihlng quite unnatural, At Tlrtt no-ona loot: much 
fleeter. Trios* who tyjd ejcpenenDBd 11 wflf* Con- 
sidered i-.i\*i.k bul no# tt\e nufpu*r of crack- 
pots M too mnnrDiJi - sotntfhlng strange 
iMaa mdwd going on. Anom+r Cracker from 





SPACE 




MR DIG 



ftn -j J l^vourila In wtitch Mr Dig has to dig For 
hidden rood aupfrtiH in th* Mnnie t«rrllery 
befow ground At, ho dpgs ha can, aat i 
cruah th* M*ani« Yrrth nppln. ! 




ON CUE 





Conlrol 1h»1 cut hplll A , 
Simulafcr whl 
on 1ht same CMHtt*. An 1 
tHEh anlhuslaila and twginners. allka. rr ¥ «J 
have a^ar wanisd la ba at Mm CrucHUa (afclng 
pafl tfl HM World Champi«nthlps. new 1 , your 
Chaw* la prnclica 

FOOTBALL MANAGER 

Manage Iha-taBm of your Chflltw. features In- 
duoa TransFar Markat: M Lasgoe (Bbtas ; ,n- 
lurlos: hvo gams racrllty. prrnmotipn. and ra- 
\*gutkm; FA Cup (natch**; managerial rating; A 
OMalonB: as many ubuw* tnxt you Ilka; pick 
your IMm lor t 
Muata. 



STRATOSPHERE 

ll'Uht y*ara on. 1ha bilM tot human Iria has 
baan auccesalul txft only toe poim. Tlw ram- 
nants at tha allan tortc slill maruca iarth and 
Is yuir tat*; 10 dcstrDy 1hcm onct grid lot all. 
Som* rHUy ««B<tenl gnhptilci add *plc* to tttis 
n up. 



MOLECULE MAN 

1.0*1 In a maze wttti 25$ IpHtlOna you must 
light gQalnel iimt and Islhal rBdl*Uon to surutva 
and telapOfl to xalaty. Also Initludad is en sesy 
K> UH, Maze Designer Mhlcri -will Bl*ow you ta 
*0H 1h* aorlrilng ^ 

H\a W) grapntct b* you hXUbi and ftl 1* 
circuit hoards i- , 



p» SPACE WARS 



Hideous ellens, grgunxf bases brlslling wlrh 
nuns, fiandlah Itylng lOrmallons and an a*t»rold 
bah or tfiraa jusc to k*aa you on youf tn*a 1 Al I 
you'iro evir wandad rrorn » shoot am up wttti 
***** (rtayabllMy mttM this e mint Par *ny 
«"*" 9«™ P*"f" w*med, It s not 1or 
wlmpa. B> good or ba gor.4.1 

LAS VEGAS CASINO 

SaWe- your monay yti *ge| n by ataymg at hflm* 
bul Ihis time yfiu car, vinl many ditnro-n i^tmrs 
in Bha Ca*lno. ChdoS* horn Black Jack,, Craps, 
Baccarat Or Roukatla, name* that Conjure up 1ha 
■ilmij jpfrtirfr of Wis Lsii V*ga* Casinos, a world 
or high aukrs. vdu h»vt H .000 bm ths jsckpot 
Of ISu.fJOD Is *artlr>gl 






SIDEWINDER 

The original SHtewindar hat you flying Ihe high- 
lech Sidewinder hurvlar-fclller hellcoplaf through 
spectacular undat^roufHt cavarrta, past tht 
■namy da4an««* awf aecurrty syslam* to your 
home cuja* on th* hoepnal 
QTBt pr^p^l^A IVwtt Zeppelin ■ 







MAD JAX 

Someone has bean lobbing «h*lls Into your 
rite*. Guary ttttta do mad crty rl»e B 1e>i>ng ta lore* 
tha pnpularaon out into 1h* rsdioacllve waele- 
arndl DutaaJsj. TW* up tha last action a* you 
racs your h*tylly irrrtad buggy through th* 
snamy d*r*ncre. Fight ortthUr lorc*a and 
■urv*¥* Or your city dlae w.rl- ytKi. 

POGOTRON 

t-Ou hav* bnn stranded on • hOHlke planet, 
1km*. except tor ma tur0c-pos<l , r Bha only 
fflraaM 6* transport VCHJ hav* th* paana lor a 
*p*« *hlp and Bha saaich it On 10 11 nd 1he 
aquannwrt and man build lhf tpaca Ship 1o 
««C«p*, Th* final dengar Is the Outrdlan who 
muel ba datrr^od before you can b* ha*. 



DAWN RAIDER 

Fly your heavily armed halloopl 
th* lortrnad compioi gr (n* tuper crtminal 1ha1 
la hoMmg tna *grtd to ransom with hie nuclaar 
armed rock*tt. Guide your gun -sn.p throuoh 
■lie oraal imdarprOund cavsrn, snooting tiid 
bombing th* je^nce systame 1o slop tha des- 
truction or th* world s cnias 



CRYSTAL RAIDER 

S*Im* IfM probtems and coHtCl th* crystals. 
Fifty tl*ndlati tatel pattatne 1a ft* *olv*d! houn 
or mind tnd toysllck banding anttrtalnmern 1ar 
Ihot* who Nkr their gamae 1o infurmate Ihe perls 
0lh*r *0hware carmai raechl Moi really en 
Breed* adventure t*A t *er4S of logic problems 
ta tax you all 1r* w^y 



PENGON 



Can jrou save Pangwn Willy horn the 1e*ocloun 
•nulanl sea MDnsP ftlun ihe*i* by knocking tham 
agminsl the walls or crua-h ifiem lo a horrlrylng 
d*eth wrih sliding lea blocks High speeJ 
*r*ade action game fi*ll ootOur graphics and 



BMX SIMULATOR 

A brilliant version ol 1h* t«Xc CM 
the ih-_jsun*jagj - pmaaLrig raaalsftlc: 
tr t il^ajfrarjl. bjn 
epla 

flnar Two ptever option and l*v*» different 




Eye in 
■lion, 



Any one cassette E1 .95 - any two £3.50 - any three £5.00 - any 4 £6.50 - any five £7.50 

or select ANY TEN CASSETTES FOR JUST £9.50! 

All prices are Inclusive of postage 



CHECK THE IN SIDE BACK COVER FOR ANOTHER 20 CASSETTES TO CHOOSE FROM' 



FREE ■ MASTER CHESS when you order 3 or more cassettes 
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Still more choice 



ROCKET REPAIR 





DISK 
ONLY 



Buried somewhere in the underground maze of 
caverns of the planet Leskos are essential 
components cl your Astro-ship, Gel Into yow 

space Suit, Strap On your J el Puck and begin 
the most terrifying descent imaginable- Vau 

must colled pieces of a rocket In which you 
can escape but beware the dreaded Neuilno 
Ghosts and the Quark Phantoms oui lo stop 
you. Another neat game Trcm Red Rat. 



OUR PRICE £3.95 



NEW YORK CITY 




DISK 
ONLY 



Welcome to The Big Apple. This hurried jungle 
of steel, concrete and glass bristles with fasci- 
nating sights and more than its share of dan- 
ger. From the placid greenery of Central Park, 
there is no city in the world like New York, and 
boy are you about to find that out! As a visiting 
tourist you only have a limited time to see all 
the sights, but New York City has a Irftie more 
excitement, a I i Stic more danger in si ore than a 
mere sightseeing trip to the zoo? 

OUR PRICE £3.95 



GAUNTLET 

THE DEEPER DUNGEONS 



if you have the original Gauntlet 
disk then you will know how 
gqod Ihe game is and will want to 
extend play with the Deeper 
Dungeons Over 500 naw 
dungeons are here for you to ex- 
plore. This Is the way to revive 
your interest in Gauntlet and play 
on for many more hours or days! 
This is a data disk only and re- 
quires the original Gauntlet disk. 



DISK ONLY 

OUR PRICE JUST £2.95 



RAMPAGE 

It's rough and tumble all the 
way as you control three in- 
credibly nasty characters 
which bear a remarkable re- 
semblance to King Kong, 
Godzilla and Wolf-man 
through an orgy of destruc- 
tion in Chicago, New York 
and San Francisco. You have 
150 days of destruction in SO 
different cities. Time for 
some revenge! 

DISK ONLY 

OUR PRICE £3.95 



PLASTRON 



Take your place in a small band of pirates out to steal fossil fuels from 
the biggest corporation in the galaxy. You must guide your shuttle 
craft along the surface of the planet Plastron to collect as much Hue I 
as you can from the heavily defended mine zones and then rendez- 
vous with the supply tank at the end of each level, Plastron got a gnnrl 
review in New Atari User and has some excellent graphics, 

CASSETTE ONLY OUR PRICE £2.95 



THE LIVING DAYLIGHTS 

Control James Bond through eight fast and furiuus levels from Gibraltar lo 
Afghanistan and you will encounter the 5A5 (friendJy), the KGB (not so 
friendly) and enemy helicopters (very unfriendly!). Your ere up against Brad 
Whittflkef. international arms dealer and megalomaniac, Macros, his ruth- 
less sidekick k.iler and Koshkov, the double dealing kgb General. Ydu may 
fail l in lave with the beautiful Czech cellist Kara, but can you trust her? 



DISK ONLY 



OUR PRICE £3,95 



SILICON DREAMS 




DISK OR 

CASSETTE 



Taking the role of Kim Kimbe-rley you are a leading 
participant in the colonisation of Eden, a planet 
prepared for human habilatlon by an advarcc 
guard of Intelligent robots who battle with the 
native and highly aggressive fauna. In this highly 
structured and realistic environment you must 
move your mind Into the twenty-third century, Sili- 
con dreams comprises Ihree excellent graphics 
adventures - SNOWBALL, RETURN TO ED EM and 
THE WORM IN PARADISE from Level 9, the 
ters of adventure 



OUR PRICE £5.95 



NIGHT MISSION PINBALL 




The uhlmate arcade simulation with five bumpers, 
seven stand-up targets, nine rollovers, two spin- 
ners and much mora. So realistic you have to 
insert a quarter before you can play. So true to lile 
you can even tilt the computer! Nlghl Mission Pin- 
ball otters ten different modes of play for 1 - 4 
players. Forty usec-Bdiustable parameters allow 
you to create your own custom games or redesign 
any play mode to your own specifications. Beauti- 
fully packaged and With an excellent manual. Night 
Mission Pintail Will save you money by keeping 
you 



DISK 
ONLY 



OUR PRICE £7.95 



THE E FACTOR 

The E laclor represents the amount 
of time the energy sources on the 
planets In our galaxy will lest. Many 
planets need emergency rue I cap- 
sules delivered if they are to sur- 
vive. Vau must plot the interplanet- 
ary course and guide your Cralt 
through the quadrants Pilled With 
obstacles such as apace mines, 
alien fighters and spinning aster- 
oids. Can you complete a mission 
and deliver your energy crystal be- 
lorfl another planet calls on your 
services? 

DISK ONLY 
OUR PRICE £3.95 



CROSSFIRE 

Vou are alone in a deserted 
city surrounded by aliens who 
shoot lasers from every direc- 
tion. Your movements are con- 
fined but you haven't given up. 
If you are to survive you'll have 
to concentrate on where the 
shots are coming from other- 
wise you'll be caught in the 
CROSSFIRE, One of those fair- 
ly simple yel highly addictive 
games 

CASSETTE ONLY 

OUR PRICE £2.95 



BATTLECRUISER 

If you are a wargamer who has fDughl land battles before then you may 
need to learn new skills to da battle ai sea. Battlacrulur gives you the 
opportunity to recreate naval engagements during Word War I between 
Great Britain and Germany or ihe World War II surface battles between 
Britain France and Germany Italy. There are 79 classes of ship to control as 
every aspect of famous battles is recreated. An extensive manual gives 
details of all of the ships and guides you ihrough every aspect of play. 

disk omly OUR PRICE £7.95 



DRUID 



Another classic in which, as Last of the Greal Druids, you wander through 
the Dungeons of Acamantnr with your mighty Golem by your aide on a 
quest to destroy the four demon princes. As you delve deeper Into the 
dungeons you will find chests containing apells or formidable power to aid 
you and Pentograms of Life which will heal and revitalise you. Excellent 
graphics and superb gameplay have made this one of the be?t arcade 
adventures an Ihe Atari. 

DISK ONLY 



OUR PRICE £3.95 
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Some new ... some old ... 



THE ETERNAL DAGGER 




DISK 
ONLY 



A highly recommended follow up to 
Wizard's Crown, this fully graphics based 
fantasy role playing game will keep you 
entranced as you battle through the wilder- 
ness in search of the enchanted weapon 
that alone can save the folk of Middle 
World. Full of magic, mystery and intrigue 
this Is one of the beat ad ventures on the 
Atari. 



OUR PRICE £6.95 



SCOOTER 

Scooter needs your help Lo gel 
through the eight levels of his 
enchanted building. Inventive 
traps and unusual gimmicks 
abound- Weird sounds have been 
heard from the new building and 
the construction men are 
spooked. Whet could it be"> It s 
your job to move Scooter up 
through the eight levels to find 
the secret. But don't think it's 
going, to be an easy taskt 

DISK ONLY 

OUR PRICE £3.95 



LASER HAWK 

Your Laser Hawk helicopter is 
ready to go, but are you? To des- 
troy the five command centres of 
the evil Proc Irala. your ship will 
have to outfly or blast away Its 
incredible defence systems 
which include air cannons, smart 
missiles, falling meteor lies, heat 
rays and high level bombers. Eye 
stunning graphics and unbeliev- 
able non-slop action make this 
game a winner! 

DISK ONLY 

OUR PRICE £3.95 



BATTALION COMMANDER 




CASSETTE 
ONLY 



An exciting real-lime tactical game with you as 
lieutenant colonel in charge of an entire 
armoured battalion. Choose from five different 
scenarios from a training mission against a 
Soviet tank battalion to tough assignments 
against the Chinese. You can adjust the relative 
strengths of your forces and the opposition and 
choose from 40 different terrain maps and five 
different scenarios. Enough variety lo last for 
years! 

OUR PRICE £4.95 



THE COUNT 

One of Scott Adam's famous 
graphic adventures in which 
you awake In an antique brass 
bed in a dank, desolate castle. 
It soon looks like you are 
going to meet a certain toothy 
Transy Iranian Count Who goes 
by the name of ... Dracula! Will 
you escape or become one of 
the living dead? An adventure 
with full graphics, moderate 
level for ages 10 to adult. 



DISK ONLY 

OUR PRICE JUST £2.95! 



BALLBLAZER 



The year ■$ 3097 end you are the 
contestant in the most competi- 
tive and by far the most popular 
sport in the universe- Jump im- 
mediately into head-to-head ac- 
tion against a friend or hone your 
skills against a selection cf 
Droids. Either way, you're in for 
the malch pi the century! Excel- 
lent graphics and spilt screen ac- 
tion have made this one of the 
Atari classics- 

DISK ONLY 

OUR PRICE £3.95 



KNOCKOUT 
BOXING 

Challenge lor Ihe Heavyweight 
Championship fit the World t>V tHJK- 
ing your way pad nine progressive- 
ly 'hut "J ski lf.il opponents. Ynu will 
need apeed and thill to deliver body 
weakening stomach puneh««, 
polnla seating head Jabs or deadly 
Upper Cuts.. Your muil remember to 

keep your guard up or the referee 

Will SOon be: counting y r>u out 

CASSETTE ONLY 

OUR PRICE £3.95 



DECISION IN THE DESERT 

Take command *l the Battle of El Alt- 
mem. You can lead atthar aide in this 
accurate Emulation from the creators 
of r 15 SlrlM Eagle 

CASSETTE 

OUR PRICE £5.95 



EXTRA CASSETTES 

WE HAVE A NUMBER 
OF OTHER CASSETTES 
BUT ONLY tN SMALL 
QUANTITIES 
- PLEASE PHONE 



JUNO FIRST 

A f h si and funnus »ppc« shoot 'em 
up translated from Koisml'i early 
ateade machine of the same name. 
Dozens, of alien c raft will attach 
Irom all aide* end yqu must 

quick to blast I hem away nnd earn 

your bonuses. If you reel that ynu 
are going to die then you ean lake 
the last resorl and warp away 
through a kaleidoscope or colour. 
Similar lo Invaders, this fast ihod 
am up Will appeal to *ny prcado 
game fanalic. 

DISK ONLY 

OUR PRICE £3.95 



MIG ALLEY ACE 

An aerial combat simulation set In 
Korea with 3D graphics, cockpil in- 
etrumsnlaticn, dlffsranl skill levels and 
much mora 

DISK 

OUR PRICE £6.95 



BLUE MAX 

Everyone muat have heard of thkf 
World Wat Two 3-D Plying game. We no 
longer have the ROM cartridge but this 
classic can be your* on disk did crrtapl 

DISK ONLY 

OUR PRICE £2.95 



TRIVIAL 
PURSUIT 

The classic board gome translated 
to the Atari with added question 

power. Mow you pan answer ques- 
tions presented with music and 
graphics as well as straight text. An 
idee) family game or one you can 
play on your own. Over 3,000 ques- 
tions and all The mQchnnlc* of thn 
game taken care of by the compu- 
ter. Trivia ha* never been id much 
fun and has never been available 
before at thla price I 

DISK ONLY 

NOW ONLY £2.95! 



FS2 SCENERY DISKS 

WE HAVE A LIMITED 
NUMBER OF SCENERY 
DISKS IN STOCK 
AT £9.95 EACH 
- PLEASE PHONE 



PANZER 
GRENADIERS 

In (his eKcttlno solnelr* wetoeme you 
make the decisions tot s r^-yiiri-H-ni ■ > r 

Ihf Clil* ftn^Ouir^ri i , i1 in , I r v AH*. r:Ki A<t tt, 

the Panier Qrensdlets. Your fcteee 
alio Include mortar, artillery. Part Mr 
IV, Panther and Tiger unii*. The Rui- 
»sn enemy la dhrecErd by the compu- 
ter wKilch iwkll tlArcttlv cKinMonoe you 
with Its own cotnpHemenl of fcr^r^r i?p y . 
tanks and anil-tank oun». Threo iavela 
□ f difficulty, (nyatick control, KiUr« 
graphics. 

DISK ONLY 

OUR PRICE £7.95 



MAKE 
A 

COMMITMENT 
BUY 

SOMETHING EXTRA 



COLOSSUS CHESS 4 

Claims to »« the best chess program of 
■all. Trie writers or Sargon III would d I s- 
ugree, but there Is no doub this is a fine 
chess simulation particularly tor adv- 
anced players 

CASSETTE ONLY 
OUR PRICE £3.95 
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GAMES 



ZAXXON 

One of thQ all lima classics for the Atari, Zaxxon sei 
new standards wild its unique 3 dimensional battle- 
field and great graphics 

DISWCASS OUR PRICE E2.95 
TAIL OF BETA LYRAE 

Our A-Z of Atari Software series says The ultimate 
Scramble' clone with superb graphics and music." 
A great horizontal Scroller 

CASS OUR PRICE JUST 95p 
FIGHT NIGHT 

Fight Night brings you ad the thrills of the boxing 
ring as you face Ihe mosl brutal fighters ever »n five 
separate batllos, 1/2 players. 

ROM OUR PRICE £7.95 
SPEED HAWK 

One of Atari's last games for the B-bil car low tm 
yours at budgel price! A Smoothly scrolling arcade 
game in which you must defend the ring worlds of 
your solaf syslem from pirates. 

CASS OUR PRICE £2.95 
PANZER GRENADIER 

A wargame of German armoured mlantry on the 
Eastern Front. Five historical simulations, skill 
levels, joystick control, graphics 

DISK OUR PRICE £7.95 
NIBBLER 

Slinking through an unknown land Nibble* finds 
himself man iridescent world of constant change. 
As lime grows short his body grows longer and he 
risks running into himsell. Can he survive? 

DISK 



OUR PRICE £1.95!! 



JINXTER 

An adventure from Magneiic Scrolls, the team lhat 
set new standards in adventure design Requires 
1050 Or XF551 drive 



DISK 



OUR PRICE £7.95 




ZORK 1 

One ol Ihe most famous adventures ol all time. 
Classic Inlocom in the original bos and packaging. 
A rear bargain! 

DISK SUPER PRICE £2.95! 
US FOOTBALL 

American Football is now a big craze in this country 
and you can now play at home. Oulsmad the 
defence, make tackles, select plays and mors. 



ROM 



OUR PRICE £7.95 



EASTERN FRONT (1941) 

The classic war simulation by Chris Crawford that 
astounded Atari users whan it was released. Based 
•on Operation Barbarossa on the border of Russia. 

ROM OUR PRICE £6.95 

SUPER BREAKOUT 

Brh?9krxj* was the original simple yet totally addic- 
tive game and this enhanced version will provide 
even more addictive fun. Needs paddles. 



ROM 



OUR PRICE £3.95 



ON ONE 



Play basketball with two of America's top players in 
this great sports simulation which features realistic 
offensive and defensive moves 

ROM 



OUR PRICE £7.95 



MAXWELL'S DEMON 

A simple yet challenging puzzle game which will c 
you totally addicted In fad two games in one for 
double the fun 



DISK 



OUR PRICE £1.99 



MR ROBOT & HIS 
ROBOT FACTORY 

One of the most famous platform games that has 
you running and Jumping over everything in sight. A 
really classy game 

DISK OUR PRICE £1 .95 
LANCELOT 

Level 9 recreate the time of wizards and the 
Knighls of the Round Table in a three pari adven- 
ture spanning the complete saga of the quest for 
the Holy Grail. Superbly researched and superbly" 
written this text adventure is full of atmosphere and 
highly recommended, 

DISK OR CASSETTE 



APPLICATIONS 



LETTER WIZARD 

For those who need a little more sophistication in a 
word processor. Letter Wizafd gives you all of the 
leatures you would expect 

DISK NOW ONLY £5,95 

INVITATION TO 
PROGRAMMING 2 

Entitled Writing Your Own Programs, comprises 
TWO cassettea and TWO workbooks and does not 
require inflation To Programming 1. 

CASS OUR PRICE £2.95 
MUSIC PAINTER 

An exciting educational program that helps lo leach 
music by using colours instead of notes. For chil- 
dren or adults alike 

DISK 



OUR PRICE £7,95 



BASIC CARTRIDGE 

Some programs, especially some early public do- 
main programs won't run on the XL/XE but they will 
if you plug in the old version of Basic. 



ROM 



OUR PRICE £3.95 



EDUCATION 



JUGGLES RAINBOW 

A first computer experience 'or children aged 3 1o 6 
that teaches ihe concepts of above, below, left and 
right plus letter recogmiion 

DISK OUR PRICE £5.95 

JUGGLES HOUSE 

Anolher for 3 to 6 year olds teaching the concepts 
of inside, outside, upper and lower with Juggles' 
House and Toyshelf . 

CASS OUR PRICE £5.95 



BOOKS 



EASY PROGRAMMING FOR 
YOUR ATARI MICRO 

This book went out of print 3 years ago and we 
have been searching for a replacement ever since, 
We are absolutely delighted to have found more 
slocks ol one of the best beginner's books ever 
published. 

REDUCED PRICE £4.95 



OUR PRICE C5.95 ATARI ADVENTURES 




An excellent book written by adventure ex pen Tony 
Bridges covering adventures m general and show- 
ing how you can write your own adventures - 

OUR PRICE £1.50 

WRITING STRATEGY 
GAMES 

If you are fed up with simple arcade style games 
but are not sure of the maths required m writing 
'thinking' games like chess here is a book that will 
help you out. 

OUR PRICE E1.50 



ORDER ITEMS FROM THE ACCESSORY SHOP WITH THE ORDER FORM ENCLOSED WITH THIS ISSUE OR WRITE TO 

PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR 
TELEPHONE ORDERS ACCEPTED ON 0785 213928 USING VISA, ACCESS or SWITCH 
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Feature 



HARD DRIVIN 



J 



No. this article is not about the game but the hardware! 
This is now one of the best times to purchase a hard 
drive for your computer. Why? The cost of course. Wit Ji 
many models dropping as much as £ 100 since the beginning 
of the year, It has put them in the reach of many users for the 
first time. Power without the price (remember that old slogan!). 

So what is a hard drive? Well. It is usually a grey metal box 
that makes a loud humming noise and lives under your moni- 
tor and requires one more power socket than you have. It is 
made up of four main parts, which are as follows: 

1) The Host Adaptor 

2) SCSI Drive 

3) Power Supply and Fan 

4) Case 



THE HOST ADAPTOR converts the signals from 
the STs DMA port into SCSI signals (Small Computer System 
Interface or seu2/lk allowing connection to such exotic things 
like CD ROMS, Floptical and Optical as well as hard drives 
originally designed for the MAC and PC. There are several host 
adaptors on the market at present. They are ICD Link, GF Soft 
and FAST Controller. They can allow up to eight SCSI devices 
to be connected. 1 use the tiE Soft adaptor connected to 40inb 
drive and have no complaints at present v 

A SCSI DRIVE l . i lack box about the same size as 
the 3 1/2 Inch drive inside the ST. It contains, vacuum sealed, 
a rigid mylar coated disk that revolves around ten times faster 
than a floppy disk does. Data Is accessed from the disk by a 
pair of read/ write heads which live aboui the width of a smoke 
particle away from the surface of the disk. 

If you are planning on building your own hard drive, SCSI 
drives can be picked up quite cheaply second hand or at 
computer auctions. If you do this, make sure you do by a 
SCSI, not an IDE or RLL as they will not work on the ST with 
any of currently available host adaptors, 

POWER SUPPLY AND FAN - These two ilenns 
are the cause of thai noise pollution from your drive, It is okay 
if you use your computer in an office, as this noise soon gets 
drowned out hy other things. At home this is a different 
matter. The noise can be very distracting when you are con- 
centrating hard when programming or word-processing. A 
good solution to this is a CI) player, Metallica and The Best of 
The Doors CDs playing in the background! The power supply 
should be at least able to power two drives in case you decide 
to expand your data storage capacity. 

THE CASE Is the final part of the hard drive. They are 
made out of steel r are indestructible and could survive a direct 
hit from a scud missile. Their made job Is to keep all the 
electronics safe from any harm - cats, dogs, children etc. - but 
also doubles as a stand for your monitor so you don't lose any 
desk space. Again, if planning m build yom mvn make sure llu 
case is big enough to fit everything In. 



Scott Durose Brindley 
explains why you should 
consider a hard drive for 
your ST 

WHY DO YOU NEED ONE? 



If you are using your ST for serious applications such as DTP, 
WP, Graphics and Music, floppies are not really good enough. 
Thry . jc r sltiw ;nid have a finite storage capacity and endless 
disk swapping can become tedious and can also reduce the life 
of your disk drive. Much of the serious software nowadays 
comes on three or four disk and their output files can run into 
Mbs Instead of K. With all this data in one easily accessible 
place there is no need to go rifling through your disk box 
Looking for Disk M or that disk with all your. IMC pictures you 
spent hours converting, only to find that you formatted it by 
mistake Last night. 

If you play games on your computer you may think a Liard 
drive is just for those people who are into lhat serious stuff. 
Well, you're wrong. Like serious software, games are coming on 
more disks. The "Insert Disk #3 Into Drive A " can really put a 
downer or your game- play when you are in the middle of 
committing genocide on some alien race. Although not all ST 
games will Install on a hard drive (software companies are 
worried about piracy, although nearly all PC games are hard 
drive compatible!), some do like the excellent Civilization which 
I recently purchased because of this fact. 

I bought my STE because my 1050 drive died and as they 
are now Just as rare as a commercially produced STE 
_ game I upgraded to a 16-Bit machine. After a month. I 
had expanded it lo 1Mb and was busy digitising my favour lie 
bits from my Video collection with the excellent Video Master. 
The files created hy this were enormous and required a great 
deal of storage space and numerous floppies, I never really had 
any spare disk when I needed one. Sn I bought one and have 
never looked back since. 

If this article has mad up your mind, go out and buy a hard 
drive. They are a great deal cheaper and of a higher quality 
than a few years ago and very rarely disgrace themselves by 
crashing (touch wood!). 

if you are planning to build your own hard drive, you need to 
purchase a DMA, SCSI cables and a power supply to complete 
the kit, All you need to assemble it is a couple of screw drivers , 
pliers, patience and a few cups of tea. If on the other you don't 
want Lo bother with all the I3IY sluff Just buy one, (he prices 
are quite remarkable now. When buying, make sure (he drive 
has a DMA thru port, is auto booting and auto parking. 

So go on, go oul and buy it. It will the best thing you have 
bought, except for the ST itself of rourse! After a while, you 
may be wondering how you survived without one. 
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MORE MIDI 
BASICS 



In the last issue we looked at the fundamental concepts of 
MIDI, covering its roots, how It works, and some of the 
jargon associated with it. Well now expand on this and 
also look at the basic items of music hardware needed if you 
want to start exploring the exciting world of music making via 
MIDI. 

The firsi essential Is something to produce musical sounds, 
which means adding some form of MIDI equipped synthesiser, 
t here's a mind-boggling choice of kit available, ranging from 
cheap and cheerful "home keyboards" costing from around 
£200 up to unbelievably expensive professional studio quality 
synthesiser keyboards. As with computers the rate of develop 
merit of electronic music equipment Is frlghtenlngly fast, so 
today's hot technology is obsolete in a depresslngly short time. 
Ttie upside of this is that there's a flourishing second hand 
market, so you can easily pick up first class equipment at a 
fraction of Its new price. I'd advise the complete beginner to 
buy from a reputable music dealer though, as he'll help you 
choose the best Instrument for your needs land budget!). 
Hopefully, having read the rest of this article you'll have some 
idea of the main considerations involved. 

There are two main classes of MIDI in st rumen I - the "MIDI 
sound source" and the "MIDI controller \ although the two are 
often combined in a single unit as In the ubiquitous synthesis- 
er keyboard. The sound source generates audible sounds 
under the control of an incoming MIDI message stream. The 
MIDI controller is the device (such as a keyboard) which 
generates that stream, If supplied without an integrated MIDI 
controller the sound source is usually known as a "Mini 
expander module". A keyboard without a sound source is 
known as a "mother" or "master" keyboard. Mother keyboard 
and expander may be connected by a standard MIDI cable, as 
outlined in the last issue. 



John S Davison's 
regular guide to 
music making 



SOUND SOURCE 

Each instrument manufacturer tends to employ his own pet 
technology for generating sounds. Some use pure mathematic- 
al synthesis of sounds, others rely on manipulating digital 
recordings of real sounds as a basis, and yel more utilise a 
mixture of the two. The end result is audible sounds which can 
be played over a wide range of pitches and thus be used to 
make music. Many Instruments are now "General MIDI" com- 
patible, which means they have a standardised set of charac- 
teristics including a common set of sounds. A General MIDI 
compliant sound source Is a good starting point for the 
beginner. 

One very important consideration is sound quality Different 
instrument models (even from the same manufacturer) often 
have their own distinctive sounds, and just because two in- 
struments have a setting called "piano" doesn't mean both 
accurately mimic a piano. One may sound like a Stein way 
concert grand and the other like a nursery toy, When choosing 
an instrument make sure you LISTEN to It first, especially to 
those sounds you know you'll use frequently. Pianos, guitars, 
and massed strings are often a disappointment, so pay parti- 
cular attention to these if they're Important to you. Price plays 
its part loo - you get what you pay for. so don t expect a £200 
home keyboard to sound as good as £500 model. 

If you're interested In producing your own customised sounds 
you should ensure your choice of Instrument has "voice patch 
editing" capabilities and can upload /download patches via 
MIDI. Some cheaper models don't have Ihese features, which 
usually means you're stuck wilh the sounds the manufacturer 
provided. Most instruments from respected companies such as 
Roland and Yamaha do permit editing, but check before 
buying just in case. 



POLYPHONY AND 
MULTI-TIMBRALITY 



There are two other very important synthesiser characteris- 
tics to check when choosing an instrument. The first is the 
number of notes U can sound simultaneously, known as the 
instrument s level of polyphony". Many old synthesisers, such 
as certain models from the legendary Moog stable, were limited 
to playing one note at a time and were known as "monophonic" 
instruments. They were great for playing earthshaking bass 
parts or searing solo lines, but less suited to background pads 
as they couldn't play chords. Later models were "polyphonic", 
and could play many notes at once. Today, sixteen note 
polyphony is commonplace, with thirty two not unusual- For 
general use I'd recommend sixteen notes minimum, taut get 
more If possible. 

The second characteristic is the number of different sounds 
(or timbres) that can be played simultaneously, known by the 
ugly term "multl-tlmbralily". It's this which gives a single 
synthesiser the ability 1 to sound like a complete band For 
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example, il might play a bass guitar line, a wide selection of 
drum kit sounds, string secliun chord backing, rhythm guitar 
part, arid piano solo - ail at the same timel I'd recommend 
eight way multl-tlmbrality as a minimum - any less would 
probably prove restrictive in the long run. 
The sound source can"t function without input from a MIDI 
controller of some description. This is a device capable of 
generating and transmitting a MIDI message stream to tell the 
sound source what to play. The mosl popular controller is the 
MIDI keyboard ■ a piano -style keyboard which generates Note 
On, Note Off. and other MIDI messages as you play il. In 
addition Its keys are often "velocity" and "aftertouch" sensitive, 
so let mc explain these a little more. 



VELOCITY 
AND AFTERTOUCH 

On a piano if you press a key gently the sound plays quietly. 
Hit n harder and you get a louder sound. In fact, it's usually 
the SPEED of key depression rather than the force applied 
which affects the volume of sound produced. A MIDI keyboard 
electronically mtvssimrs the speed |or "velocity"! with which you 
strike each key and turns this into a numeric value between 0 
and 1-27. Tills velocity value becomes part of the Note On 
message - li s the second data byte, If you remember the 
message structure from the last Issue, When the message is 
received by a sound source It starts playing the specified note 
at the volume indicated by the velocity value. This makes the 
keyboard "touch sensitive" like a piano's, an essential prere- 
quisite for expressive performance For this to work both 
keyboard and sound source have to be velocity sensitive. Not 
all are, so beware. 

The velocity value isn't restricted to controlling sound volume, 
It can also be used to vary other characteristics of the sound, 
typically a sound s overall tone or timbre (e.g. "brightness") 
This is useful, for instance, when using a trombone sound. 
Hiltlng a key harder could change the sound from a soft and 
mellow tone to an aggressive rasp typical of a trombone being 
blown enthusiastically! 

"Aft ert ouch" is the name given to the way a keyboard re- 
sponds to continued downward pressure applied to a key after 
originally being depressed by your finger. As you "lean" on a 
unit- and change the pressure a series of MIDI "Channel 
Pressure" messages are generated, the number depending on 
how quickly you apply or remove the pressure. Each message 
consists of a status byte Identifying Its type and channel 
number, plus two data bytes linked to form a single binary 
number In the range 0 - 16383 reflecting the pressure applied. 
A sound source receiving the messages could be set up to add 
varying levels of vibrato, tremolo, wah-wah. or similar effect to 
the basic sound, depending an the aftertouch value - the 
purpose again to add expression to your playing, Channel 
pressure applies globally to all notes currently sounding on the 
channel, even if you've triggered aftertouch on just one of the 
keys. Once more both keyboard and sound source have lo be 
al'terlouch capabU-. Tin -st< Iracuri s aren't usually louiul un 
lower priced instruments. 

There's a more complex form of the above included on very 
expensive keyboards. It s called "Polyphonic Key Pressure", 
which allows you to apply a different amount of aftertouch to 
each note sounding. It also generates vast amounts of MIDI 
data, as effectively each note has its own stream of pressure 
messages. 



WHEELS AND PEDALS 

Piano keys aren't the only controls used. Mosl keyboards 
have a thumb wheel for varying the pitch of a note as it's 
played (known as "pitch-bend"), and a "modulation" wheel for 
varying the level of other effects applied to a sound, such as 
vlbralo. Sometimes there are joystick, slider, or rotary controls 
for adjusting additional variable elements of a sound where 
you need to provide a specific data value to get the effect you 
want, 

There may also be inputs for pedals, usually a "volume" pedal 
for setting the overall volume level of the instrument jnot to be 
confused wilh velocity, which applies lo Individual notes) and a 
"sustain" pedal which works like its piano equivalent, causing 
notes to continue playing until you release the pedal. There 
may also be a socket for a "breath controller", a pressure 
sensitive device a player holds in his mouth so he can play the 
keys with bolh hands and still vary some characteristic of the 
sound by varying his breath pressure. 

When activated, most of these controls make use of the 
"Control Change" message to communicate their information 
to the sound source, wilh data sent depending on the type of 
control. Some, such as the modulation wheel, are classed as 
"continuous controllers", which means they generate a scries 
of messages reflecting a continuously changing set of values 
which vary smoothly between two limits as the control is 
moved. Others, such as the sustain pedal, are simple on/off 
switches with essentially two values indicating the current 
position of the switch, e.g. sustain on, or sustain off, The 
pltchbend wheel generates its own special message - the Pitch- 
bend Change message. It's different from the others as the 
wheel may be moved either way from Its preset central posi- 
tion, to vary the note up or down in pitch. The central position 
has a value of 81912, rolling it forward gives a maximum value 
of 16.383, and pulling It back a minimum value of 0. 

Finally, there could be one or more switches used for sending 
specific control values to a MIDI sound source, for instance to 
change from a piano sound to a violin sound. The switch is 
usually associated with a means of selling a specific numeric 
value, usually in the range of 0-127, so when the switch is 
operated the chosen value is transmitted. MIDI achieves the 
sound change via iis "Program Change" message. 



WHO NEEDS A 
KEYBOARD! 

Can't play a keyboard? Never mind, keyboards aren't the only 
form of MIDI controller. Other possibilities include MIDI drum 
pads - hit these with your hands or sticks to generate MIDI 
Note On /Off messages you can use to trigger drum sounds - or 
any other sounds for that matter. Clarinet or sax players can 
use "electronic wind Instruments", which arc played like a 
Clarinet or saxophone but produce MIDI rnrs.sa.tit' streams 
based on the player's lip pressure, breath velocity, and finger 
positions instead of making audible sounds. Guitarists can 
use a MIDI guitar which generates MIDI messages from string 
movement and finger positions. Still no MIDI bagpipes yet. 
though! 

Based on our definition above a computer can also be consi- 
dered a MIDI controller when running appropriate software. 
We'll pursue this topic further next lime 
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ADVENTURE 
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W ndlama Jones Is back and better 
I than ever in this re -release of the 
Lueasftlm game of Ihe third "Jones" 

film. 

The game, as you may already know if 
you've seen the film, has you, as Indy. 
engaged on one of the most famous 
quests of history. The quest is for the 
Holy Grail, the cup that caught the blood 
of Christ at the crucifixion which Is said 
to bestow eternal life on those that drink 
from It For this reason the Grail has 
been sought for centuries by those 
wishing to use its powers, 

In The Last Crusade, you must try and 
.find the Grail because your father has 
gone missing while In search of it. You 
are railed in to find It. and your father, to 
stop the Nazi's from treating a super 
army with its powers. The quest will lead 
to thrilling encounters in Venice, Bavar- 
ia, Berlin and Palestine as you encounter 
all sorts of nasty characters on your Jour- 
neys, all of whom want the Grail's 
powers. 



A LITTLE HELP 

One Item thai may be of use to you is 
the Gratl Diary that your father has com- 
piled over 40 years of hard research. It 
has all the secrets that will lead you to 
the Grail provided you can understand It 
fully- To litis end you are given a copy of 
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the diary in the 
game box and it 
contains all the 
notes and drawings 
that Henry Jones, 
your falher. has 
made. It is advis- 
able to read this as 
it aids ycu on your 
Journey and pro- 
vides valuable 
knowledge 
throughout the 
game. It is also 
worth reading be- 
cause It has some 
humorous refer- 
ences to Henry's 
disgust In his young son. who goes off on 
all sorts of wild goose chases and won- 
ders what he might go after next, the Arc 
of The Covenant perhaps? 
The game is protertert by a subtle code 
system that masquerades as a transla- 
tion that you have finally done for Mar- 
cus Brody. Once this is out of the way 
you can get to grips with the adventure 

LiHrir. 



PLENTY OF 
ATMOSPHERE 

This particular game is the adventure 
version ot the film as opposed to the 
arcade version and is much the superior 
of the two versions. The adventure game 
is much more closely related 
to ihe film than the arcade 
game ever was. It uses much 
of the atmosphere of the film 
to set the scene and to make 
the game all the more in- 
teresting to the adventurer, 
One example is when you 
find the diary or have lo 
pacify your irate students 
before you can get into your 
office. The game trips along 
quite merrily with you hav- 
ing control of either Indy or 
his father Henry. 



MAINTAINING 
INTEREST 

Play begins with you returning to your 
university after finally finding the cross 
or Coronado. It continues the close asso- 
ciation with Ihe film throughout but with 
enough flexibility so as not to be boring 
and linear. There needs lo be a lot of 
1 bought given lo playing a game such as 
this, as it isn't something that Is going to 
be finished in a lunch-hour. 1 should 
imagine that a game of this size would 
take someone like me several days to 
complete, but you may take more or less 
depending on your experience and enjoy- 
ment of this type of game. The diversity 
keeps the interest alive as you can go 
flying as you flee the German castle, 
travel to Berlin to retrieve the Diary and 
finally discover Ihe final resting place of 
the Grail. 

The Last Crusade works on the tried 
and tested Lueasfilm Interaction techni- 
que that has proved so popular in games 
like Monkey Island and Kings Quest. It 
works by you specifying an action and 
then clicking on the object that you want 
to perform an action on, either in the 
scene or from the inventory that the 
character is carrying. The action is then 
carried out or you are told, in a polite 
way, that it doesn't do anything. This 
kind of interaction makes the game more 
interesting when you play it 1 because vou 
gel a nice animated sequence if you are 
on ihe right track. 




ADVENTURE 




Wilh I his interact ion, you actually be- 
come much more involved than if you 
were Just to type in commands as has 
always been the case in 1 lie pa si wltli 
adventures. I can hear the cries now. 
from the diehard text adventurer, of the 
lack of imagination required from the 
player, which may be Justified, but many 
of us just like to play games, not sit down 
and blow our minds on excruciatingly 
difficult puzzles after a hard days work 
{when has a student ever done hard work 
- Ed !l 




THE LOOK 
OF THINGS 

The graphics are not the best to ever 
grace the Atari but can be forgiven due to 
the fact this is a graphical adventure 
more about game play and Involvement, 
than pretty pictures. The graphics do, 
however, hold true to the Lucasfilm un- 
written philosophy of applying the most 
appropriate graphics to the game. Items 
that can be used art- easily identifiable, 
but not to the extent that you can see 
what Is a useful item and what Is scen- 
ery. That might seem a little unfair but it 
is all too easy lo confuse the two if not 
thought about carefully beforehand. The 
characters are animated well with Indy 
and the others walking nicley, and appa- 
rently talking when they have a message 
to say- A nice touch that gives the game a 
little polish. 

Sound is minimal with just a bleepy 
tune knocked out at the beginning dur- 
ing the titles The titles feature the young 
Indy fleeing along the top of a train and 
finally falling through the roof of a car- 
riage. Otherwise there are very, very 
occasional spot effects so don't buy the 
game if you are expecting sonix that will 
blow your socks off! What there is simply 
highlights the fact that you have done 
something that is useful (sometimes!) 

Movement of your character is through 
the mouse or the cursor keys, You simply 
point at the position you want to walk to 
and Indy or Henry walks there. This is 



the same with the art ions that have to be 
performed, but his time you sometimes 
have to give two commands in one such 
as "Use the mallet on the bell" and then 
see what happens, Sometimes nothing, 
sometimes a lot. It all depends on what 
you have done previously. You can load 
and save your current position and store 
it on a separate blank disk. You can store 
more than one game and so build up a 
library of Important turning points in the 
game to come back to in the future to try 
out alternative moves. 



NOT PLAY 
IN A DAY! 

You won't be disappointed wilh the 
length of time that this game will keep 
you enthralled. Pencil in several days off 
to play it to the full. Instability is a per- 
sonal thing but even those people who 
have very little 
interest in adven- 



The Last Crusade is one of class, sophis- 
tication and quality. This Is a game that 
has had a lot ol work put into It. The feel 
of the game is just right and it combines 
the ideal balance of atmosphere and 
cerebral stimulation to keep you interes- 
ted, injecting an element of humour 
whilst sticking closely to the film. It is the 
kind of game that ynu will be coming 
back lo for more several months from 
now. 

It might be a little while since It first 
came out but with the current state of 
the ST games scene. It is a welcome addi- 
tion. The overall feeling is that you have 
one hell of a game to get stuck Into, 



ADIOS! 



So, as the sun sets over old England, I 
pick up my hatlered Kedora, bull whip 
and Magnum and head out in search of 
the one thing thai all men seek. "Power 
and glory kid, power and glory!!" 



lures will be in- 
terested by Hie 
Indiana Jones 
connection. Prob- 
ably Just about 
the entire popu- 
lation of England 
know of Indy be- 
cause of his, 
seemingly, uni- 
versal attraction. 
The whole feel of 



INDIANA JONES AND THE LAST 

CRUSADE (THE ADVENTURE GAME) 
Published by Kixx XL 
ST and Falcon - Hard drive installable 
Price £14,99 

Reviewed by Nicholas Bavington 



New Atari User - Issue 67 



ST Review 




There are several file 
compression utilities 
available for the ST but in 
our opinion the easiest to 
use is ST ZIP. Here G. 
Richard Yamagata ex- 
plains the ins and outs of 
a program you may well 
come across on your next 
public domain disk 



THE HISTORY 
OF COMPRESSION 

Compression of programs has long been popular in ihe world 
of telecommunications. Although modems have become faster, 
growing from the days of 300 characters per second (cpt) to 
14,400 today, computer programs and files have become lar^ 
ger. Compression of the flies to smaller packages* like 1 16k for 
the STZIP21.ZIP file that was 261k uncompressed. Is needed to 
keep connect time short and. consequently, long distance 
telephone charges ric.wn and fees for using premium services 
like Compuserve at a minimum. 

In the stone age of ST computing, the first program and file 
format that was widely used was something called 
SQUEEZE rKti. To uncompress a tile you used the aptly 
named UNSQUEEZE, PRO, This was extensively used by the 
early ST magazines to give thetr readers more programs than 
normally allowed on the early 320k single sided disks used in 
those bygone days ol ST romputlng. 



ARC.TTP replaced this system of programs. ARC not only 
compressed and tin com pressed your files, It gave you a lull 
complement of tools and commands which allowed you to 
compress a group of files together. Whole application packages 
with resource files, data files and accessory flies rould be 
compressed into a single file. An early example of this is the 
SLM driveT ARC file that contained all you needed to set up 
and configure your system lo use the SLM 804 laser prinler. 
This contained the program that went into the AUTO folder, 
accessory programs and some fonts. 

ARC was replaced by LZH.TTP as the method of choice for file 
compression. LZH not only placed at your disposal a battery of 
tools for compressing files. It was more efficient In Its com- 
pression. LZH is now being supplanted by STZIP. TTP for 
reasons that will become apparent as the features of STZIP are 
enumerated and explained. 

Actually, STZIP is a misnomer. This ZIP program runs on any 
of the ST compuLcrs (TOS 1 to L6) and will uncompress the 
ZIP files compressed with PKZIPv2.04. present on any bullelin 
board service that supports IBM and PC clones. Since TOS 1.4 
supports the IBM 720k format. STZIP is the perfect compress- 
ion program for you on your ST system if it has IBM emulation 
capabilities (i.e. Supercharger. PC Ditto etc.}. 

STZIP will also uncompress files that have been processed hy 
the Unix system s Info-ZlP programs. This gets a little muddy 
for neophyte users operating in either TOS or UNIX. STZIP 
commands and string fund tons are identical to those of PKZIP 
for MS-DOS systems. UNIX has its own way of doing things 
and may give some ST users a panic attack. 



THE ACID TEST 

Table 1 directly compares the compression efficiency of arc:. 
LZH and STZIP. ZIT v2.2 clearly has the best compression > 
making the smallest files. The LZH system and ZIP v2,l are 
competitive with ZIP v2.2. If you are using a 14,400 baud 
modem, you will not notice the 0.09% more efficiency uf v2.2 
versus 2. 1 . If you are using a 1200 baud modem, ihis can 
mean minutes more time on-line for larger files. 

The areas where the LZH system lags far behind are in the 
ease of use and cost. ZIP has an extremely friendly GLM 
interface and can be operated entirely by using the mouse. The 
LZH system, supplied as LHARC602 . TTP , uses a command 



Table 1 : Shawn are the sizes of files that have been 


compressed using ARC. LZH and ZIP. This comparison gives an idea oj the 


efficiency of these compression programs Jar a picture file {Pity, a program file [PRO) and a text J He (TXT}. Alt values are given in 


bytes. The version number tested is indicated. 










FILE TYPE UNCOMPRESSED 


ARC 5,01 


LZH V6 02 


ZIP V2 .1 


ZIP V2 .2 


DEGAS.PI3 32,066 bytes 


7,314 


4,964 


4,904 


4,904 


PROGRAMS 1 .PRG 136.333 bytes 


109,991 


66,162 


64,009 


63,910 


TEXT21.TXT 32.032 bytes 


11,152 


9,789 


9,613 


9.578 
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Figure 1. Shown is the main window menu of STZIP. Except Jar the displayed 
version number, the window is the same for v2.L v2.2 and v2,3. All selections 
are made by using the mouse. File names can be entered by hand 



line system, where you have to have the commands memorised 
or written out for reference for typing In. The AJiCKHELL 
program makes LZH and ARC more user friendly, but by the 
time you have sent in the shareware fees for LHARC and 
ARCSHELL you have spent over $30. STZIP is postcard ware. 
All the author, Vincent Pomey. asks is that the users of STZIP 
send a nice postcard to his address in France. 



NUTS AND BOLTS 



Version 2.1 comes as a self- extracting ZIP file. After double 
clicking on STZIP 21 TOS it uncompresses itself and yon will 
soon have six files: README. STZLP.DOC, STZIP. PRO. 
STZIP.CFG, WHATSNEW anri ZIFTOS.PRG. Version 2.2. Is 
supplied as a ZIP file that contains the same files for 21 plus a 
file called ZIP JR, TTP. If you print out the docs, you have 15 
pages of reading. 

Using the STZIP program could not be easier. It 
is intuitive and the docs may be superfluous for 
experienced users of ARCSHELL, Double click 
the program and it first asks you for the name of 
the ZIP file you wish to work upon. If you have 
an improved item selector, such as the one of 
TOS 1 .4 or Universal Item Selector, you can 
select a pre-existing ZIP file with a click of the 
mouse. IF you are creating a ZIP file, you type in 
the file name, i.e. ABC. ZIP. If you are a TOS 1.2 
or earlier user with more than one drive, you will 
have to type in the path file on the directory line. 
This is no different than for any other file selec- 
tion. 

Once the ZIP file has been designated, you enter 
into the STZIP program proper. The screeti is 
shown in Figure 1 The ZIP file name that I chose 
is DlSK_l .zip and is shown at the top of the left 
hand file selector menu. I have chosen drive A for 
the right hand menu. STZIP has an Improved file 
selection interface. You can choose any drive or 
partition that is active on your system. Since I 



1 have a hard drive with partitions C to G , those 
are shown. Floppy users will be given only two 
choices. A and D. 

To compress a file. Just click on the files you 
want Zipped in the right-hand menu, highlight- 
ing them, and click on the Compress files box 
with the arrows showing file movement from 
right to left. You can cancel any operation at any 
time by hitting the [ESC] key. If you want to 
insert a comment that will flash on the screen 
whenever the ZIP field is uncompressed. Just 
click on the menu bar containing the file name 
which, In this ease, is DISK1 ZIP. A window will 
open that will let you type in your comment. This 
feature will only function in version 2.1. The 
same option displays the status of the compress- 
ion, in terms of the size of the compressed and 
uncompressed file or folder and the number of 
files present in the ZIP file for v21 . and v2.2. 

Extract is the intuitive reverse of Compress. 
You click on the files you want uncompressed in 
the left-hand menu, choose the file directory you 
want these to go to on the right and click the 
Extract fields box with ihe arrows going left to 
right. 

If you do not have an empty disk to place the uncompressed 
files on, you can click on the Format box and a nifty formatter 
comes up that Is user configurable. You can make the disk 
access fast by skewing the formal or you can format for high 
capacity with up to 83 tracks |if your drive is capable) and 10 
sectors per track. You can experiment for the fastest and most 
efficient format settings for your floppy drives. 

If you want the files to go to a particular folder, the CreatDir 
box allows you to create a folder. If you need to delete a folder 
or the ZIP is creating a conflicting folder name (you cannot 
have two folders with the exact same file name). Just use the 
Delete function to delete it. This can also be used to delete 
files. 

What makes STZIP superior to LHARC is the ability to embed 
comments into the ZIP file and the ability to make the files noL 
only self- extracting but able to extract out to the folders that 
the person who compressed them wanted them to go to. No 
more having to to read the does to ensure that you have the 

continued m 
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Figure 2. Shown Is the window accessed by clicking on the left-hand menu 
bar. In this case, the fife name DISK 1 ZIP occupies the menu bar 
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proper files in the proper folders to gel ihat unram- 
plled STOS program lo work, An example of this is 
that the DEFAULT.ZIP file has Hie folder ST_ZIP_2 1 
compressed and will uncompress that folder with all 
six of the files of 1 .2. If you wish to turn off this 
feature when extracting files, cliek and x-oul the 
Recurse suhdirs box at the bottom of the STZIP 
window. The extricated files will be written lo the 
selected direr lory and no folders will be treated. 
The Check Zip option will got through the extrica- 
tion algorithm and tell the user if the ZIP file will 
correctly uncompress to usable files. The Config 
option allows the user to select the criteria by whic h 
the files are ordered in the displays for the ZIP file 
and the drive or partition You can select which of 
the four algorithms available you will use for com- 
pression. You can set the program to delete all files 
as they are added lo the ZIP file or query for deletes. 
Other options are listed, but have lit lie utilitarian 
use. 

The Add mode selection can a witch STZIP from 
compressing to adding all files selected to the ZIP 
file or lo 'freshen' or 'update' them. Freshen adds 
the file if it has a date newer than the one in the ZIP 
file. Update will add the file if the file is newer or Is 
not in the ZIP file. The selection date criteria for 
these two actions is set by the user. 

An interesting feature is the ability to encrypt a ZIP 
file. When the user compresses to a ZIP file, lie can 
designate a password. If the password is not Input 
into the STZIP program when the ZIP file is uncom- 
pressed, the extraction is aborted, This is an excel- 
lent method of ensuring the privacy of files when 
using public bulletin board services. 

The most useful feature of the STZIP system for the 
PD uploader is the ability to create self- extracting 
files. The Z1P2TOS.PRG will ask for the user to 
select a ZIP file to make into a self-extracting TOS 
file. This means the end user does not have to have 
a copy of STZIP to uncompress the files. You Just 
copy the file to an empty disk or partition, clou hie 
click on it and it extracts out to all the folders and 
files that were placed into the TOS file by 
ZIP2TOS.PRG. 

Of the two, version 2 . 1 Is my favourite, because of 
the functional comment option. Version 2.2 has 
fixes for bugs thai are experienced by users of 
version 2.1. in medium resolution. Version 2.2 also 
has a feature where you can select individual com- 
pressed files in the ZIP file for output to a printer. If 
you regularly use a monochrome monitor, you will 
be just as happy using v2, 1 Instead of v2,2. 

All told, STZIP is superior to LHARC and ARC and I 
recommend using it for all your compression needs, 
especially if Lhe person you are sending the file to 
has trouble working ARC.TTP. LHAltt.TTP and/or 
Arc shell. 

This article Jirsi appeared in the Dec '93 /Jan 
94 edition of Current Notes, a highly recom- 
mended US publication covering the ST and 
Classic machines. Current Notes is well worth 
subscribing to and subscription details can be 
obtained from CJV Subscriptions. 122, N. John- 
son Road. Sterling. VA 20164, USA. 
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Figure 3. Shown is the Format option of STZIP. accessed by clicking the 
Format box 
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Figure 5. Shown is the configuration option window of STZIP. accessible 
by clicking the Conftg box from the main menu 
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REGULAR CASSETTE BARGAINS FROM PAGE 6 



Vou know that these cassettes can work out at only 95p each 
but now you have OVER 40 TO CHOOSE FROM - check the 
Accessory Shop pages in this issue and mix 'rT match from 
this page and the price can be as low as 95p each! 



FREE ■ MASTER CHESS when yon order 3 or more cassettes 



TRANSMUTER 

A new kind of weapon. Thla sci-fi 3 rend? game 
features excellent smooth scrolling, incredible 
Terrain, vector graphics sections and Subterra- 
nean caverns. Fast reactions and a cool name are 
a necessity . Music by David Whlttaker 



KIKSTART 

Th* ultimate off-road motorbike scramble simula- 
tor. Guide your rWer carelully aver the obstacles 
in this all action simulator for 1 player against the 
computer or 2 players against each other as well 
mm the clock 



180 



What can we say? A great darts challenge. Eight 
opponents, digitised speech, two player option, 
live joystick control, full match play scoring, a 
sanaa of humour, 3iiperb payability this one has 
rt all! 



SIDEWINDER II 

It I e 27 years since the final battle of the war with 
the aliens, 27 years Ol peace have reigned in the 
Western Spiral Arm of the Galaxy. All Ihls Is 
aooul to change. Step aboard your craft and pre- 
pare to defend mankind in Ihls all action 
blast 



GHOSTBUSTERS 

Has anybody seen a ghost? Matter of lact yes 
they have! At this very moment hundreds of 
-ghosts are making their way to the Infamous 
spook central. OnJy you can save the world Irom 
a disaster of biblical proportions. So go and show 
'em how you do it! 



NINJA 



Blasts the belt oft rail other martial arts games? 
That's a U It says on the inlayt Someone sow 
reckons Ibis Is the beat punching, kicking, duck- 
ing, and diving game around 



ROCKFORD 



The only Irue arcadE version ol the classic game 
Boulderdash. There are four levels on each of five 
different worlds with tour Screens on each level. 
It all adds up IO eighty totally different playing 
screens, 

INCLUDES FREE GAME - CRYSTAL HAIDER 



PROTECTOR 

Assigned lo Fort Bucker, the US Army Helicopter 
Training School based In Ihe Nevada desert, your aim 
is to become th* belt Chopper pilot this side of the 
eon curtain, A real PrOt*tt«1 Your mission consists 
Of a Strategic batds of wits between yoursell and 
•rther another pilot « a computer controlled HPV 



ROGUE 



You are (he ROGUE. Your mission is to search 
the Dungeons of Doom for the Amulet ol Vendor. 
In the dungeons you will find many things to aid 
the quest lor the Amulet. You will also encounter 
fearsome monsters and fiendish I raps that will 
challenge all your skills 



UNIVERSAL HERO 

Only sevan second) tell 10 tftvc Ihe planet! Universal 
Hero has to Save his shin and everybody else s by 
lirtding bits lo repair a shuttle to get to a placet to 
pick up the spares to mend a space freighter which Is 
outotconlrol and abou! In blow him and his chances 
Of getting back to earth la atoms. 



HENRY'S HOUSE 

Lima H#nry has dhrunh. H* must navigate his way through 
ID* royal houieho-id to find Ihe cure. Avoiding all tha 
obstBchq In hi» pain, from terrttrte loothbrutht*. through 
pntftirous parrots and chela chasing chickens, tn ■ final 
•ncowrter with the vicious vampire! Acknowledged by all 
reviewers aa one of the t»*i Aurl g*m»» of ail tlma 



BOMB FUSION 



A terrorist gang has planted bombs throughout 
the Sellerscale Nuclear Processing Plant end you, 
as ax super hero (ok after the Boris Affair') have 
to go in and save the plaint and possibly the 
Northern Hemisphere from deslruction 



MILK RACE 



Cycling 1 .000 miles is no mean feat ■ and you 
could end up feeling pretty exhausted by the time 
you've finished playing this superb race simula- 
tion designed especially in conjunction with the 
Milk Race 



GUN LAW 

Four month* of bloody alien attacks haue leken (heir 
loll - all Inn surviving Inhabitants have fled end arson 
attacks have been mad* on your weapon stores, they 
destroyed what you could not carry away. Vou are I en 
to light alone against ruthless and bloodthirsty Killers 
vrilh just 9 single machine gun 



REVENGE II 



The Mutated 90 foot high, laser spitting death 
camels have rebelled against their captors the 
Zzypxlans and are Out for revenge! All action, 
highly graphical ShOOt-am-up from Jetf Mlnter 



DESPATCH RIDER 

Join Ihe growing band ol street demons - those 
fearless hordsrs who terrify Ihe population of the big 
cities to get the parcels through. Plan your moves lo 
make some money, but dOrt'l lake loo long - time is 
always Short. Gain an instant macho rating and be a 
despatch rider with this all action simulation 



INVASION 

Mobilize your unns and prepare for battle. This all 
action space conflict requires skill, sirategy and 
tactics. VOu must destroy the weather control 
station in order to win the battle but every move 
you make the enemy will counter, and they' re 
parting for you to make just one fatal slip up 



LOS ANGELES SWAT 

Special Assignment, Rescue the hostages from 
the terrorist gangs holding out in Wast L.A. Clean 
up the streets. Blow away the bad guys and be a 
hero on network T.V.! Fail and you won't be 
coming back to walch it. All aofion joystick bend- 
ing combat for those with the skill to survive! 



SPEED ZONE 



Enter the Speedzone In a frantic defence against 
marauding alien lorces. A survey ship sent into 
the area comes under attack. As an enemy vessel 
draws Closer your 1 STAR FIRE' class attack craft 
IS launched 



FEUD 



To win at Feud you must "oul-spell" your rival 
Wizard Ueanorlc. In Khfrke & herb garden you will 
fiivd th* in^rL-diirrirs for your spells but treed care- 
fully as Strange things can happen In this 
of magic and mystery 



PANTHER 



Save Ihe lasl human a on Xenon l>i ■ r. : , r i • ihi' uhen 
hordes turn them Into Sunday roast! Take your 
ground attack Ship through this 3D scrolling 
mega stlOOt-em-Up with great graphics and unbe- 
lievable soundtrack 



Any one cassette £1.95 - any two £3.50 - any three £5.00 - any 4 £6.50 - any five £7.50 

or select ANY TEN CASSETTES FOR JUST £9.50! 

All prices are inclusive of postage 



CHECK THE ACCESSOR! SHOP FACES FOR MM MORE MGMHS 



USE THE ORDER FORM ENCLOSED OR PHONE YOUR ORDER TO PAGE 6 AT 0785 213928 




WITH ORDERS OF £15 OR MORE 

Yes, a ROM CARTRIDGE absolutely free if you order software 
from The Accessory Shop that comes to £15 or more (excluding 
postage). Designer's Pencil is a graphics and sound based 
programming language that anybody can use to create great 
pictures and sound on the Atari - even if you haven't got a clue 
how to program in Basic! It could give you hours of fun and a 
great sense of achievement when you create something really 
good - and it won't cost you a penny! 

Claim your free copy of DESIGNER'S PENCIL 
when you spend £15 or more on your next order 



FULL DETAILS OF THE OFFERS AVAILABLE FROM THE ACCESSORY 
SHOP AND AN ORDER FORM ARE INCLUDED WITH EVERY ISSUE 




DISK ONLY 



TTib In (atom classic and the adventure game that changed the way 
all future adventures were written. The Great Underground Empire 
of Zark is well documented by now and thousands of players nave 
become addicts- graduating to Inlocom's more difficult adventures, 
Zork I la the ideal Introductory level adventure far beginners or 
those wrth i litlie experience, If you have never ventured under- 
ground before now Is the time to try, It's never been cheaper to 
expand your universe! Classic original InlOcom packaging with 
excellent manual and a map. 



OUR SPECIAL 
OFFER PRICE 



£2.95! 



SOME SUPER BARGAINS! 





TRIVIAL PURSUIT 

The most famous board game of all time on your Atarlt 
Trivial Pursuit on your Atari takes on a new dimension - 
not only are there questions to answer but graphical 
puzzles to solve and tunes to guess, sometimes played 
backwards! Over 3,000 questions makes Trivial Pursuit the 
ultimate quiz experience for family and friends 

DISK ONLY 

A SUPER PRICE - JUST £2.95! 

THE TAIL OF BETA LYRAE 

Our A-Z of software says "The ultimate Scramble clone 
with superb graphics and music. This humdinger of a 
horizontally scrolling shoot 'em up was written by Phillip 
Price with music by Gary Gilbert son. They later went on to 
write the Alternate Reality games". One of the few original 
classics, right up there with the top arcade games of all 
time. Give you eyes P your ears and your reactions an 
unforgettable treat! 

ON DISK JUST £1 .95! 
ON CASSETTE ONLY 95p! 



CHECK OUT 
THE ACCESSORY SHOP 
PAGES FOR MANY 
MORE BARGAINS! 



SUPER SPECIALS 



MAXWELLS DEMON 

Check out the review fn issue 49. Paul Rijuon found this 
simpie gam* to be quite addictive and at This price can 
you afford not to become addkitod! it's a different type 
of game, more In She Telris mould then en erosde game, 
it sure makes you think and in* price won't break you if 
you don't get fully hooked. 

DISK ONLY Recommended price £9SS 
SUPER SPECIAL JUST £1-95 

MR ROBOT & HIS ROBOT FACTORY 

One of the most famous of platf orni games that has you 
jumping p-vpr fire, running Over breadm 1 1 la and bOrriba, 
Combing Jad<1«*8. Sliding down poles and more WEth 
some great graphite. Master all 22 screen* If you can 
and then create your awn for neverending liirt. This Is 
what platform games are ail about, 

DISK Recommended price 

ONLY £9,95 on disk 

SUPER SPECIAL JUST £1 .96 

ZAXXON 

One of the all lime classics tor the Atari, Zaxxon set new 
standards when first Issued and was copied many 
times. Pilot your trail across the unique 3 dimensional 
battlefield a hooting enemy loeS tanks, antheJrCrftft torsks 
ano mi3stles before launching off through « pace tor the 
ultimata conflict with a mighty robot * few have get this 
far! Zaxxon. often copied, never bettered and NEVER at 
this incredibly iow price! 

CASSETTE Recommended price 

ONLY £935 on cassette 

SUPER SPECIAL JUST £2.95 



ALL ITEMS MAY BE ORDERED WITH THE ORDER FORM ENCLOSED OR BY WRITING TO 
THE ACCESSORY SHOP, PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR 
CREDIT CARD ORDERS MAY BE TELEPHONED TO 0785 213928 



